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how fo Use This Book 


There are four parts to this book, corresponding to the games within 
the Quest for Glory adventure game series (I: So You Want to Be a 
Hero; II: Trial by Fire; Quest for Glory III; and VI: Shadows of 
Darkness). Each part is subdivided into two sections. The first is a 
narrative, or story, of each game. Key words are italicized to give the 
reader clues as to what to do next to stay on the right track. As you 
read through the narrative, you will notice that some paragraphs are 
preceded by & & & and marked with an icon depicting a fighter 


PRs a magic user J a thief i. or a paladin i; These 
paragraphs involve only the specific character indicated; all others may 
skip over these paragraphs. (For example, if your character is a fighter, 
as you read the story, also read those paragraphs marked with a 
fighter icon, and skip over those marked with a magic user or a thief 
icon.) Some paragraphs may be marked with two icons; both character 
types should read these paragraphs. 

The second section gives helpful hints and a very quick walk- 
through of the game, complete with all the answers spelled out in 
black and white. 
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Prologue 


It had been three days since the blizzard. Happily, the cold sunshine 
had finally turned the snow on the narrow mountain pass to a shallow 
mix of ice chunks and mud. A lone figure trudged through the muck, 
his slushy footfalls becoming heavier with each passing hour. Soon the 
sun would fall behind the peaks, and he would have to search for night 
shelter. 

As he plodded along, he thought one more time of how he had 
come to be in this mess in the first place. 

It was all because of that poster. 

Four weeks ago, the shivering young man, whose name was 
Devon Aidendale, had become a proud and eager new graduate, with 
honors, of the Famous Adventurer’s Correspondence School for 
Heroes, the quintessential study-at-home course for the aspiring 
adventurer. On that same day, this particular aspiring adventurer had 
made his first and only visit to his town’s Adventurer’s Guild Hall and 
read the quest board. 

Devon stopped in his sticky tracks, his heavy boots making a 
squishing sound as he sank into the road. A stretch of dense forest 
loomed ahead, where the weakening rays of the afternoon sun tried to 
penetrate the thick trees, only to wither to an opaque gloom. The 
thought of spending the night in there made him shudder. Spotting a 
large flat rock crevice set deep in the nearby mountainside, Devon 
gathered a meager armful of damp firewood and crawled inside for the 
night. 

After he had built his smoky fire, he nibbled on a bit of dry bread 
and some winter berries he had found, and returned to his memories 
of the events that had led him to this spot: 
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Showing his crisp diploma to the skeptical guild master at the door, 
young Devon tentatively entered the hallowed halls of the Willowsby 
Adventurer’s Guild Hall. 

Passing through the tapestried foyer, he paused here and there 
to read a plaque or look at a portrait. He stepped into the main hall, 
which was actually a huge square room with bare wood floors and a 
few stuffed chairs. The mounted heads of strange beasts stared 
down at him from the dark paneled walls. Straight ahead, on a 
marble pedestal, lay the great Book of Adventurers. He rushed to it. 
Knowing that the histories of the town’s heroes past and present 
were kept in the book, he eagerly turned a few pages to read some 
of the passages. 

“Keep your hands off the book!” The booming voice of the guild 
master came from out of nowhere, bouncing off the walls of the 
vast hall and echoing in Devon’s head. He jumped, dropping the 
book hard onto its pedestal, which rocked perilously back and forth. 
He grabbed for it and narrowly avoided sending the whole affair 
crashing to the floor. 

Once the book was safe, Devon twirled on his heels and 
prepared to make a run for the door. Then he spotted the quest 
board. Postponing his hasty retreat, he went to the board and 
looked at the lone posted notice, written in fancy script on fine 
parchment: 


Wanted: Hero 
No Experience Mlecessary. 

Visit Beautiful Spielburg, 
Sight Monsters, Defeat Brigands. 
Reward and ite “Hero of Spiefburg” 
to the Successful Applicant. 


The town of Spielburg, Devon knew, stood in a valley on the 
other side of the mountains from his home. 

His thoughts raced. In the foothills outside of Willowsby, a 
spattering of snowy patches still lay on the ground, but the budding 
trees promised that winter was over. And at this time of year, wasn’t 
the road through the mountains usually pretty clear? He calculated 
that the journey from Willowsby to Spielburg would take 14 days on 
foot—perhaps 16 if he hit a little rain. 

He made up his mind. He would become the Hero of Spielburg! 

He rushed home. Remembering the survival lesson from his 
correspondence course, he carefully gathered supplies for his trip. 
He told his family of the poster, and of his plan. 

“But, Devon,” they protested, “this has been an especially harsh 
winter. You should wait a few weeks before crossing the 
mountains.” 

“By then it may be too late,” Devon said bravely. 

By dawn the following morning, the budding hero, dressed in 
brand-new tunic and boots, with a heavy cloak on his shoulders and 
a gleaming weapon at his side, was miles away from Willowsby and 
the only home he had ever known. 

When he reached the mountains, he soon realized his parents 
might have been right. The journey was slow. Often the pass was 
blocked by snowdrifts or by the remains of early avalanches. This 
forced him to choose: he could take on the backbreaking chore of 
digging his way through, or attempt a detour and risk becoming 
hopelessly lost. Still, he never considered turning back. At least not 
seriously. 

By the end of the second week, he was foraging daily for food 
to supplement his rapidly diminishing rations. 

At the beginning of the fourth week, the blizzard began. Perched 
safely in a cave high on a rocky ledge, Devon miserably watched the 
snow fall outside for two days. 

When the sun finally returned, he set out again, struggling more 
than ever to stay on course. 
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“Huh?” said Devon. He sat up, groaning at the stiffness that had 
set in during a night spent curled up on a rock. He thought he had 
heard something snap. 

“My mind, no doubt,” he said wryly. 

Pushing aside smoldering embers, he crawled from the rock 
shelf, gathered his pack, and walked toward the thick woods ahead. 

For two hours, Devon walked in the shadows of giant trees, 
stepping on occasional errant patches of sunlight. When at last he 
saw the light of open space far ahead, he ran to it, as a person lost 
in the desert would run to an oasis. So excited was he to feel the 
sun on his face that he almost missed the sign. The big, painted 
wooden sign nailed to the body of an ancient oak. The sign that 
repeated the plea for a hero, and pointed to the village in the valley 
below. 

Mustering the last remnant of strength in his beaten body, he 
marched down the path toward Spielburg. 
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The Dero of Spielburg 


The Gates of Spielburg 


Devon stepped through the simple town gates and into Spielburg. The 
town was quiet . . . very quiet. Back home in Willowsby, the streets would 
be filled by now with men going to work, women heading to market, and 
children getting into trouble. 


“Welcome to our town,” said a friendly voice. 

Two men were sitting on the steps of an official-looking building. One 
of them, an amiable-looking fellow puffing a pipe, was smiling at Devon. 
His large, ugly companion played contentedly with a yo-yo, and seemed 
oblivious to everything else. 

Devon waved in response and approached the steps. 

“You're lucky to have made it down from the mountains before the 
snow blocked the pass again,” said the man with the pipe. Devon was 
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reminded of his hours of digging through the snow-covered pass. He 
shook the thought from his head. 

The man continued: “I understand it’s gotten pretty dangerous 
outside of town. A lot of the monsters that normally prowl deep in the 
mountains have been trapped in the valley because of the late snow. 
With them and the brigands, we certainly could use a hero around 
here.” 

“Monsters in the mountains,” repeated Devon. He felt his knees 
sway. 

“What was that, son?” 

“Uh, nothing. My name is Devon.” He decided not to add that he 
intended to be their hero. 

“Glad to have you, Devon. I’m Schultz Meistersson, and I’m the 
sheriff of Spielburg. This here’s my assistant Otto von Goon.” 

Devon nodded his head in the direction of the ogre-like creature, 
who ignored him. 

Sheriff Meistersson went on: “Otto here is very smart for a goon. 
His prisoners only suffer a few broken bones when he nabs them— 
and he almost always brings ‘em back alive, don’t you, Otto?” No 
response. 

“Well, I’m sure the town is safer for it, Sheriff.” Devon looked 
around the deserted streets. “Spielburg sure is a quiet town, isn’t it? 
How did it get its name?” 
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“This town was named after the barons of Spielburg. This used to 
be a lively place until the brigands came and drove the business away.” 

“Brigands?” 

“There’s a whole band of them hiding out somewhere in the 
mountains around us. They robbed a merchant just last week. Got a fair 
amount of treasure, I hear. I believe the merchant is staying at the 
Hero’s Tale. Anyway, while you’re here you can stay at the inn next 
door. I don’t know if you’re the magical type, but Zara’s Magic Shop is 
next to the inn. And you can learn about jobs at the guild hall down the 
street.” 

Thanking the sheriff, Devon walked over to the Hero’s Tale Inn. 


Hero's Tale Inn 


When Devon opened the door of the inn, an irresistible warmth fell 
upon his face and beckoned him inside. It was a regular alpine inn, 
complete with wood floor, heavy-beamed ceilings, and china plates 
adorning the walls. A few tables stood on imported carpets. Seated 
comfortably at the cozy hearth of a roaring fire was a cat-like creature, 
dressed in exotic satin clothes. When he spotted Devon, he stood up, 
smiled warmly, and bowed. 

“I am Shameen. Welcome to the Hero’s Tale Inn. It will be our 
pleasure to serve you.” Shameen sat back down on his pillows and 
contentedly licked a front paw. 

The aromas of food cooking 
and of strange spices filled the air. 
Devon lifted his head. The pleasant 
smells were coming from behind 
the draperies hung across a 
doorway on the back wall. His 
stomach growled loudly. 

“If you'd like something to eat, 
please have a seat. Shema will be 
right out to serve you.” 

Shameen stood and clapped 
his paws three times. A beautiful 
female cat-creature, dressed in the 
traditional silky costume of the 
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southern desert, emerged from the 
kitchen behind the draperies and 
sauntered over to Devon’s table. 

“I am Shema,” she said, her voice 
low and thrilling, like a purr. “Today we 
have a wonderful stew of lamb with 
honey chicken for three silvers. This 
includes our delicious coffee, guaranteed 
to wake you right up.” 

Devon reached into his money pouch and brought out some silver 
coins. Shema went to the kitchen, then returned moments later with a 
most welcome and delicious meal. 

When the last bite was gone and Shema had carried away the 
empty plates and bowls, Devon turned to speak with the Innkeeper. “I 
will be needing a room for a while. Do you have one available?” 

“Oh my, yes, of course,”” answered Shameen. “We have a fine 
room for you. Soft bed . . . the best in town. The cost is five silvers a 
night. I’m afraid there isn’t much danger of running out of available 
rooms.” He stretched and resumed washing his paws. 

Devon looked at the handsome feline. “You two aren’t from around 
here, are you?” 

“My beloved Shema and I are from the south, from Shapeir — land 
of golden sand, tall mountains, and a lively bazaar where my people, 
the Katta, bask in the sun and sell their goods.” He stared wistfully into 
the crackling flames. 

“The sheriff told me about a merchant who was recently robbed. 
He said he thought the man was staying here.” 

“Yes, My friend Abdulla is recovering from last week’s robbery. He 
should be here at suppertime.” 

“How did it happen? The robbery, I mean.” 

“They stole all Abdulla’s wealth— and Shema’s and mine as well— 
when they robbed the caravan.” He paused for a few soothing licks of 
fur. “Now we are forced to stay in this wet, cold land.” 

“Well, it seems like a nice town,” Devon offered. 

The Katta eyed him for a moment, then said, “Spielburg is a sad 
place for an Innkeeper. The brigands in the woods keep people away. 
Besides, this is a cold land for a Katta.” 

Devon rose from his seat, bade his host farewell until the evening, 
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and stepped into the square. Sheriff Meistersson and Otto were still at 
their posts. 

“Hello, Sheriff. Hello, Otto.” 

“Well, how did you like our little inn?” asked the sheriff. 

“Very nice. Listen, you mentioned something earlier about 
monsters in the valley. I have to say I didn’t see anything unusual on my 
way here, and I traveled those mountains for a long time.” 

“Well, son, all I can say to that is you’ve been darn lucky. The 
monsters come down here from the mountains every winter, but 
they’re usually gone by now. The baron just doesn’t have enough men 
to handle them. You know, Wolfgang at the guild hall is the one to talk 
to about these things.” 

“And the baron?” 

“Baron Stefan von Spielburg. He keeps to himself in his castle 
north of here. We haven’t seen him here in town for years.” 


Zara's (Magic Shop 


Devon headed west down Main Street. Suddenly he developed a feeling 
that he was being watched. He looked around. No, it wasn’t the little 
old lady snoring on her porch rocker. It was something else. He 
glanced up. Above him was the magic shop sign. On it was an eye. . . 
a big eye that moved when he moved. 

“Creepy,” Devon muttered. But the sheriff had said that the one to 
ask about magic was Zara, the owner of this shop. He went inside. 

Unlike the cheery warmth of the inn, which had caressed his cheek 
and soothed his soul, the first thing that greeted him as he entered the 
magic shop was a decidedly uncheery cloud of incense. On the shelves 
lay spell scrolls, crystal balls, books on the occult. At the back of the 
store, behind the counter, a five-pointed star was painted on the floor. 
An ugly sculpture of a huge bat, crouched on a stony perch, stood 
guard over it. 

Devon took a step toward the counter. Static electricity buzzed 
through the room. He froze. The gargoyle stood up and spread its 
horrible wings. Swirling smoke and patterns of light formed in the air 
above the painted star. Thunder crashed in his ears. Devon squeezed 
his eyes shut. 
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When he opened them again a moment later, a woman of 
unearthly beauty stood in the center of the pentagram, her robes 
flowing in invisible winds. 

“I am Zara,” said the woman, “and this is my companion, 
Damiano.” She patted the gargoyle affectionately. “The items in this 
shop are designed for those skilled in the art of magic.” 

Devon asked Zara to tell him about the magic. 

“If you have the skill of magic, you can learn the way to cast spells 
from scrolls. Without the skill you have no power. There is much 
power in this valley, and it attracts those who use magic. Like myself 
and Erasmus, whose house is nearby. Even Baba Yaga has her hut 
somewhere around here.” 

“I beg your pardon?” asked Devon. 

“Baba Yaga. She is a wicked hag, very powerful and very 
dangerous. When the baron tried to drive her out of the land, she placed 
a curse on him. He was doomed to lose all that he treasured,” said Zara. 
“But of course there is always a way to break a curse.” 

“How would one do that, assuming that one wanted to try?” Devon 
asked. 

“I don’t know that much about the old crone’s particular style of 
magic. Perhaps Erasmus knows more. Erasmus knows everything about 
the magic in this valley. He lives 
in a tower northeast of town, at 
the top of a steep mountain 
called Zauberberg. He can be 
very helpful, but he has a weird 
sense of humor.” 

Devon asked about the town. 

“Long ago, a_ great 
spellcaster named Erana lived in 
this valley. Her final resting place 
is north of here. Before she died, 
she cast an aura on the town, 
protecting it from danger. Within 
its walls there can be no act of 
violence or cruel magic. Even 
so,” Zara warned, “avoid dark 
places.” 
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Devon had enough. The shop gave him the heeby-jeebies. He thanked 
Zara for her trouble and turned to leave. Another clap of thunder, and 
he almost jumped out of his skin. In a few seconds, he was happily 
outside in the cold, fresh air. 
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Devon devoured Zara’s words of magic and power and spellcasters. 
Back home in Willowsby, magic was considered wicked, but he had 
never quite believed that. He had always suspected, but had no way to 
prove, that magic, unlike the user, was neither good nor evil. When he 
enrolled in the Famous Adventurer’s Correspondence School, he had 
wanted to learn to be a great hero; to his surprise, what he discovered 
in the pages of his manual was his proof. 

Unfortunately, the townsfolk would not be so easily convinced. He 
studied his runic lessons in private, sharing them with no one. The 
notice on the quest board at the Willowsby Adventurer’s Guild Hall was 
like a gift from the heavens. It had long been rumored that Spielburg 
was a magical place. A place, perhaps, where a young student of magic 
would be free to practice his skill and become a hero in his own way? 
Nothing could have kept him from this adventure. 

He confessed his story to Zara. 

She stared at him for a moment. “You have the skill? Then you 
must understand about power. Power is the essence of magic: that 
which the wizard shapes, and that by which the wizard is himself 
shaped. Practice your skill, Devon. Use your power to destroy the evil 
curse of Baba Yaga. Then you will become a true hero.” 

The correspondence school had given him one spell: 
“Leyden’s Latent Lectrical Discharge.” 

Zara almost smiled. “That is known as the zap spell. It is 
to be cast upon a weapon to increase the damage it causes. It 
is a good spell, but you will need more than that on this 
quest.” 

“Yes, I know. My adventurer’s school manual has 
instructions for several spells, including zap. Where can I find 
these spells?” 
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Zara told him of the spell scrolls and potions she had for sale. She 
also hinted that spells could be found in strange places, such as Erana’s 
enchanted meadow. Devon had enough money for only one scroll, and 
he chose the one that seemed the most useful: fetch. Once read, the 
spell became etched upon his mind forever, and the scroll faded away. 

He turned to leave the shop. Thunder crashed behind him. The 
sorceress was gone — he did not have to look back to know that. 
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A snorting sound caught his attention. The little old lady was still asleep 
in her chair. Devon walked over to the bottom of the porch steps. 
“Hello, ma’am!” he called. 

There was no reply. 

He walked up the steps and gently tapped her shoulder. “Uh, 
ma’am? Hello?” But the lady continued her contented snooze. 

He gave her a good shake. “Hmm?” she replied, and went back to 
her snoring. She sure is a sound sleeper, Devon thought. 

He left the porch and headed for the guild hall. 


The Adventurer’s Guild Hall 


Devon climbed the steps of the Adventurer’s Guild Hall of Spielburg 
and went inside. It struck him that this was a much more modest 
version of the hall in his hometown. There were no fancy portraits or 
marble pedestals, but there were monster heads (as well as the 
traditional moose head) on the walls. A grizzled figure dozed in the only 
chair in the hall. The man looked as though he might once have been a 
powerful adventurer in his day, and as though that day had passed a 
very long time ago. 

On the back wall was the quest board. Devon walked quietly over 
and read the notices posted there. Two of them were signed by 
someone called “the healer”: one promised a reward for the return of a 
lost ring; the other offered payment for spell components. 

The rest of the posters instructed the reader to inquire at the 
Spielburg Castle gates: 


Reward of 30 gold coins for capture or death of the 
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Brigand Warlock [declared the first poster]. 
Description: short, ugly, wears brightly colored robes. 
Has habit of laughing continuously. 


The next one was terribly faded and covered with a thick coat of dust, 


as though it had been posted on that board for a decade. There was a 
sketch of a young girl with braided hair: 


Reward of 50 gold coins for the safe return of Elsa von 
Spielburg. 


There was another poster, which also looked many years old, though it 
was not so badly faded as the one of little Elsa. The picture on this one 
showed a handsome young man with fine clothes and a pinched face: 


Reward of 50 gold coins for information leading to the 
return of the Baronet Barnard von Spielburg. 


And finally: 


Wanted: Brigand Leader. Description: Unknown 
appearance, wears a cloak. Must provide proof of 
leader’s identity. Reward of 60 gold coins and title of 
Hero of the Realm. 


11 


Quest for Glory The Authorized Strategy Guide 


“Hero of the Realm,’” whispered Devon. 

“So you want to be a hero, eh, son?” 

Startled, Devon swung around. The guild master smiled at him. “If 
you're an adventurer, you'd better sign your name in the book.” He 
nodded toward the plain wooden table in the middle of the room. On it 
lay an open book covered in thick leather, its pages yellowed with age. A 
quill and ink bottle sat expectantly at its side. It was the Book of 
Adventurers. To be asked to sign such a book was a great honor indeed. 

Devon approached the book. Carefully, he touched its ornate cover 
and its fine linen pages. It was open to the last entry, made years 
before by the Baronet Barnard when he had killed a troll near some 
place called the Flying Falls. He turned a few brittle pages. The entries 
told of the great adventurers of Spielburg past, with the names of 
Wolfgang Abenteuer and Stefan von Spielburg appearing most often. 

Devon looked over at the old guild master. “Are you Wolfgang 
Abenteuer?” 

“I am indeed. Please . . . sign the book.” 

Devon grasped the inked quill and, with a flourish, signed his name. 

“Is there something I can help you with, lad?” 

“Well, the sheriff said you were the one to talk to about monsters.” 

“ye seen and fought them all,” said Wolfgang. “At one time I 
could have helped rid our valley of the horrors that stalk it. Alas, that 
time is long past, but what I can do is tell you what I know about them, 
so that you may survive an encounter. 

“The woods are very dangerous after dark. Creatures like trolls and 
ferocious cheetaurs come out at night. But there is plenty of danger 
during the day, too. There is the saurus . . . he is easy to avoid, and 
easy to kill for a skilled adventurer. Don’t confuse him with saurus rex, 
though. With those, it is best just to run away. Ogres are a bit like 
goons, only meaner and dumber; goblins are only tough when they’re 
in gangs. Let’s see, what else? Mantrays are magical and best avoided. 
And finally there is Baba Yaga.” 

“Yeah, I’ve heard,” said Devon. 

“Beware of her, lad. She is a powerful ogre. Baron von Spielburg 
went after her once, and now he sits alone in misery in that castle of his.” 

“Do you know anything about Barnard and Elsa von Spielburg?” 
asked Devon. 

“The son and daughter of Baron von Spielburg. Barnard rode off 
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to hunt one morning five years ago. His horse returned with large claw 
marks on it, but the baronet hasn’t been seen since. Ten years ago, 
when Elsa was eight years old, she was carried away by something that 
flew over the castle walls.” 

And as Devon bade him good day, Wolfgang said, “You want to 
know what a real hero is? A real hero is someone who didn’t start out 
strong or powerful, but uses his courage and brains and skills to 
become the best he can be.” 


The Farmer's fitart 


Devon walked back toward the center of town, past the sheriff and the 
yo-yoing goon, and headed north to Market Street. As he rounded the 
corner, he saw a lovely young centaur selling fresh produce at an 
outdoor stand. 

“Good day! Welcome to Spielburg. Would you like some fresh fruit 
or vegetables?” she called to him. 

“Well, not today, thank you. My name is Devon.” 

“I am Hilde. My father is Heinrich Pferdefedern. Our farm is just 
north of town.” 

Devon asked if her father had any trouble with the brigands. 

“The brigands have robbed him of his money twice,” said Hilde, 
“and they have tried to steal our food this winter. Of course, they 
wouldn’t dare try that in town with Sheriff Meistersson around!” 


The Dry Goods shop 


The dry goods store next to Hilde’s produce stand was open for 
business — one of the few establishments in town that were. 
The bespectacled shopkeeper was an adventurer at heart, and 
kept a variety of adventuring equipment in his store along with 
the standard small-town fare. Devon purchased some rations 
and an empty flask, then asked about the equipment. 

“You can buy daggers here if you need them. The chain 
armor over there is of fine quality, and will offer you good 
protection. It is very heavy, though, and I’m afraid I have to 
charge 500 silvers for it.” 
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Devon purchased an extra dagger for throwing. 


th hb ob 


The Alley at Town's End 


Devon left the dry goods shop and continued down Market Street. He 
stopped at the dark alleyway between the seedy tavern and the butcher 
shop. He peered in. It was impossible to see anything clearly, but he 
thought he saw something move. He stepped into the passage. 

“Alms! Alms for the poor!” cried a small voice. “Please give . . . 
alms for the poor!” 

When his eyes adjusted to the gloom, he saw seated on the frozen 
ground a thin being, wrapped in a threadbare cloak and thrusting a 
bowl at him. 

Devon dropped a silver coin into the bowl. “Thank you,” said the 
beggar, who immediately retrieved the coin and put it in a pocket inside 
the old cloak. 

“You can’t be too careful,” he explained. 

“I heard from Hilde at the farmer’s mart that Sheriff Meistersson 
keeps a close eye on this town, and holds the thieves at bay.” 

“Don’t be so sure of that,” said the beggar. “There are thieves 
everywhere. They usually leave me alone . . . it’s not like I have a lot to 
steal. But I’m not so stupid as to leave my money out in the open!” 

“Speaking of money .. .” 

“You need some? I hear there’s work to be found at the baron’s 
castle, cleaning the stables. Builds the muscles, and the 
stableman will put you up for the night too. You sure don’t 
want to be wandering around after dark.” 

“Why is that?” asked Devon. 

“Listen, everyone’s got a living to make, and I need to get 
back to mine. Alms. . . alms for the poor!” 

Devon looked through the alley entrance and into the 
empty street beyond. He hadn’t seen another soul walking the 
streets all day. He suspected that he might never see one, and 
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that he was the only “customer” the beggar had himself seen in a long 
time. Nevertheless, he dropped another silver into the upheld bowl. 

The beggar pocketed the coin and looked up at Devon with an 
expression that told him he’d just bought himself a few more answers. 

“Now, you were talking about being afraid of the dark,” Devon 
prompted. 

The beggar looked thoughtful for a moment. “I remember when 
people used to stroll around town at night. Now the only ones out late 
are the thieves. And you certainly don’t dare be in the woods after 
dark—the night gaunts will get you.” 

““Night gaunts’?” Devon asked. “Wait a minute, back to the 
thieves. The sorceress in the magic shop said there was some sort of 
aura within the town walls, to protect against violence and such.” 

“Yes, well, I think Erana missed a few places. Now | really must be 
getting back to work. Alms!” 

As Devon left the alley, the beggar cried out: “A word of warning . 
. . don’t drink the Dragon’s Breath!” 

What does that mean? Why would I drink a dragon’s breath? 
thought Devon as he walked into the fading light of Market Street. It 
was near sunset. He ought to get back to the inn. After all, he thought, 
Shameen said his friend the merchant would be there for supper. 
Maybe he knows something about these brigands! 


Hero's Tale Jnn at Night 


As soon as he entered the cozy inn, Devon saw a man in a white silk 
turban sleeping face down at his favorite table. He walked over. As 
Devon was taking a seat across from him, the man lifted his head and 
stretched. 

“Tt is indeed a dangerous time we live in when a man who struggles 
daily to keep from starving should be robbed of all his earthly 
possessions,” he offered in a sleepy voice. 

The immaculate turban with the enormous purple jewel didn’t look 
as if it belonged to someone one step away from pauperdom; still, 
there was something likable about the friendly bearded face. 

“Are you the merchant I have heard so much about?” asked Devon. 

“IT am Abdulla Doo, son of Ali, grandson of Hasan, and former 
master merchant of Shapeir. Now I am but a penniless burden on my 
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friends,” said the man, nodding towards Shameen, who was sitting in 
his usual spot in front of the fire. 

“Shapeir is your homeland. I have heard 
Shameen speak fondly of it,” said Devon. 

“Ah, Shapeir,” sighed the suddenly 
misty-eyed merchant. “Land of shining sun 
.. . the very heart of civilization!” He dabbed 
away a tear. “I shall never see her again.” 

“Can I buy you a meal?” offered Devon. 

Abdulla grinned. “Gladly will I allow you 
to buy me a meal. Your kindness overwhelms 
me. Shapeir could use a hero like you!” 

When the dishes were cleared away, the two men drank their 
coffee and Devon asked about the robbery. 

“Two weeks ago I was to be the first merchant into this valley in a 
year. The trip would have made me a very wealthy man. But my life 
was shattered by the brigands. A band of them ambushed me just as we 
crossed the pass into the valley.” 

“Tell me about the brigands,” said Devon. 

“There were about a dozen,” said the merchant, “including a huge 
minotaur. There was also a leader, and a crazy wizard. They used some 
sort of magic that blinded us and made me sneeze. Then they 
overwhelmed my six guards and my assistants. Worthless guards of 
mine ran away—every one of them! And the brigands took off with all 
of my trade goods . . . including my magic carpet!” He groaned. 

“What about the leader and this ‘crazy’ wizard? And just what is a 
minotaur?” 

Abdulla answered, “I couldn’t see much of the leader because of his 
large cloak, but I do remember that he had a rather high-pitched voice. 
The wizard was short and giggled like a maniac. And a minotaur, as 
everyone knows, is a powerful creature with the head of a bull and the 
body of a man.” 

Devon offered some financial aid to the friendly merchant, but he 
politely and firmly refused. 

“You are very generous, but Abdulla Doo is no beggar!” 

“Well, good night to you, then,” said Devon, and after paying 
Shameen for a room, he retired for the night. 

As he lay in the soft, warm bed, he thought about all that he'd 
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learned in his first day in town. For one thing, to become Hero of 
Spielburg, he had to bring the leader of the brigands to justice. But that 
wasn’t all. Zara had told him of some old crone named Baba YoYo or 
Baba Wawa or something, who had put a curse on Baron Stefan von 
Spielburg. He thought of the faded posters on the quest board, 
showing the baron’s missing children, and of the former glory of the 
baron, recorded in the Book of Adventurers. Then there was the image 
of the squeaky-voiced brigand leader and his lunatic wizard sidekick. 

Devon pulled the covers over his head and drifted off into a deep, 
dream-filled sleep. 


The Healer’s Cottage 


Devon woke at dawn. His first task was to raise some money. He 
dressed quickly and left the inn. The sheriff told him he would find the 
healer’s house just north of town. 

He soon arrived at the cottage. There was a well-tended garden full 
of the herbs of the healer’s trade. A large red bird nested on one of the 
lower branches of a majestic oak tree near the cottage door. 

That’s no bird, thought Devon as he walked closer to the tree. The 
creature looked more like a large lizard with wings. It was unlike 
anything he had ever seen. 

He knocked on the door. The sound of locks unlocking and bolts 
being thrown back came muffled through the great door, until finally a 
female voice called, “Come in!” 

The interior of the cottage looked more like a laboratory. Great 
shelves of liquid-filled flasks and of jars with unidentifiable contents filled 
one wall. In the center of the room, tables and counters held the 
potions in process, from piles of herbs to a huge bubbling cauldron of 
bad-smelling liquid hanging over the open stove. A matronly woman in 
a huge white apron bustled around the work space like a honeybee 
working in a hive. 

“Hello, ma’am. I have come in search of the healer.” 

“You've found her. | am Amelia Appleberry. I'll be happy to sell 
you some potions.” 

A squawking sound from the rafters caught Devon’s attention, and 
he was amazed to see a red-winged creature—much the same as the 
one outside—glaring down at him. 
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“Oh, that’s my pet Pterry. He is a pterosaur. He has a girlfriend, 
Pteresa, with a nest outside.” 

“Yes, I saw her. I’m afraid I’m not familiar with pterosaurs.” 

“Pterosaurs are a species of flying lizard. I understand they can 
grow quite large in the south,” Amelia said, adding a pinch of this and 
a dash of that to her strange brew. 

“Hmm. Well, the reason I’m here is that I’ve read your posters on 
the quest board at the guild hall. You need spell components?” He 
looked around at the things in the open jars before him. The evil smell 
in the stew pot was making him woozy. “What sort of components 
were you looking for?” he asked doubtfully. 

“Well, they are more like ingredients, really, for my special 
potions.” She looked thoughtful for a moment, then counted off a list 
of items on her fingers. “Right now I need some of Erana’s flowers, 
some magic mushrooms, troll beard, and some cheetaur claws. Yes, 
that will do. I pay well for these things. And I'll buy any empty flasks 
you may have, too. I believe in recycling.” 

Devon had heard of Erana, but not of her flowers. And were these 
the same magic mushrooms that he thought they were? What sort of 
potions were these, anyway? Wolfgang had warned him about trolls and 
cheetaurs . . . now he was expected to extract body parts from them? 

“Where do I find these things?” he asked the jolly round face before 
him. 

“Erana’s Peace is the enchanted meadow to the north. It is a place 
of safety and healing. The flowers are always in bloom, and | use them 
in nearly all of my potions. I can pay five silvers for a flaskful. The 
mushrooms can be found in the fairy ring to the west. But don’t go into 
the ring at night! 

“And finally, trolls and cheetaurs have recently been spotted 
wandering the valley. Trolls cannot stand the light of day, and so are 
found only at night or in caves. I pay two healing potions for a troll’s 
beard. Cheetaurs are a cross between a panther and a man, and I can 
give five silvers per claw.” Looking Devon in the eye, she said seriously, 
“Stay away from them unless you are a tough fighter.” 

“In the guild hall, I also read something about a ring . . .” began 
Devon. 

“Oh, my ring! I don’t know how I lost it—I hardly ever take it off! It 
means so much to me. It was a gift when | was graduated from the 
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College of Healing. It is gold, shaped like a braid of entwined leaves of 
the herb Athelas. I can pay a reward to the one who returns it to me.” 

Devon’s first thought was that the ring had been hocked long ago 
by the brigand gang. 

“Do you know anything of the brigands?” he asked. 

“Brutes! I hate thieves! They almost killed the farmer a while back, 
can you imagine? But their leader made them bring Heinrich here 
where I could heal him. I sure gave them a piece of my mind that day!” 

“I’m sure. Well, I’m on my way to the baron’s castle. I hear they’re 
looking for someone to help in the stables. Goodbye.” 

And Devon left the healing woman to her brewing. 

Once outside, he again looked at the strange red creature nesting 
in the oak. “Hello, Pteresa,” said Devon, but the pterosaur just 
squawked at him, and he turned to walk to the castle. 

Out of the corner of his eye, he saw a tiny flash of light. 

“What was that?” he said. He looked back at the tree. There was 
the nesting Pteresa, and nothing else. No, wait . . . there it was again! 
The sunlight was catching something bright in the nest. 

The pterosaur’s handiwork looked freshly built, carefully 
constructed of twigs, leaves, and herbs. A quick look around told him 
these things could easily have come from the garden. He remembered 
Amelia’s description of the ring. And then he knew exactly where the 
ring was. 


th db cb 


He strained to look even more closely at the nest: too early in the year 
for eggs. That was good, since he knew he could not carry out his plan 
otherwise. He bent to pick up some rocks from the path. “Forgive me, 
Pteresa, old girl. I’m sure you'll have a replacement built in no time!” 
And with that, he tossed a rock toward the tree. With a crimson flutter 
of leathery wings, the startled pterosaur flew off. 

He took another rock, and taking careful aim, he hurled it directly 
at the nest. He missed, and tried again. And again. 

And again. 

And when the eighth stone finally hit its target, and the poor 
pterosaur’s nest crashed to the ground below, there lay the healer’s 
graduation gift. 
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He cast his new spell upon the nest. The pterosaur flew straight up, 
squawking angrily at the nest as it quivered on the tree limb, then 
soared off towards the hills. The nest, with the glittery ring inside, 
floated gently down into the waiting hands of the novice magic user. 


th hb b&b 


He examined the smooth old tree trunk. There were no footholds, no 
low branches to hold onto. He tried to climb up to the nest . . . and 
promptly slid back down. Time and again he struggled with the 
stubborn tree, and each time it refused to be scaled. Exhausted, he was 
about to give up, when somehow, some way, he found in himself a 
hidden strength and up he climbed. The surprised Pteresa screeched 
her complaint and flew into the woods. Devon inched his way across 
the outstretched limb to the nest. The ring, was inside, as he’d known it 
would be. 
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Scooping the ring into his hands, he leaped to the cottage door and 
rapped loudly. “I have it!” he exclaimed as Amelia opened the door. 

“I thought you went to the castle,” she said. 

Devon held his shiny prize out to her. “Madam, I believe this lovely 
ring belongs to you!” 

“My ring! Oh, my! Thank you! Where did you find it? Oh, never 
mind, it doesn’t matter.” 

She put the ring on her finger, then rummaged through the string- 
drawn purse she kept in her enormous apron pocket. She held out her 
hand to him. 

“Please take these gold coins as a token of my gratitude.” She went 
over to the counter of potions and grabbed two vials of pink liquid. “And 
these healing potions as well. May they help you in your journeys.” 

“Well, it was really noth . . .” began Devon. But before he could 
finish, stout Amelia Appleberry, Healer of Spielburg, ran from behind 
her counter faster than a jackrabbit, puckered up, and planted the 
biggest smooch Devon’s lips had ever known. 
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Backing up, he sputtered something about really having to be on 
his way. He ran out the door, turned northward, and didn’t slow down 
until he had reached the formidable gates of Castle Spielburg. 


The Baron’s Castle— 
Courtyard and stables 


The gates of Baron von Spielburg’s castle towered above him, topped 
by a sentry keeping careful watch. Devon hailed the guard and 
requested an audience with the baron. 

“The baron sees no one. However, the stableman needs some help 
shoveling horse manure. Are you interested?” asked the guard. “It 
doesn’t pay much, but it’s good, honest work. Good workout, too. 
Hard work is good for building up the muscles.” He flexed, as if to let 
Devon know what he could achieve. 

Devon winced. Somehow, this wasn’t quite what he’d thought 
becoming a hero was going to be like. Unfortunately, despite the gold 
coins Amelia had just given him, his money pouch was still a bit light. 

“Yes, I’m interested,” he mumbled. 

“Good. Let me know when you want me to raise the gates.” 

“Well, may I ask you a few questions, um. . .” 

“My name is Karl.” 

“Right. I have some questions, Karl, if you don’t mind.” 

Karl shrugged. 

“How did the baron’s children disappear?” asked Devon. 

“Ten years ago,” said Karl, “little Elsa was stolen away from us 
when a winged creature flew over the castle walls and carried her away. 
We searched everywhere, but to no avail. Even Yorick joined the 
search. The baron sent a troop of guards to storm Baba Yaga’s 
hut. To this day, their skulls sit atop her gate. Elsa would be 
about eighteen now. Five years back, Baronet Barnard went on 
a hunt from which he did not return. This is all because of 
Baba Yaga’s curse.” 

“Who's Yorick?” 

“Yorick was the court jester. He really loved to laugh, that 
one did. We really miss him. And he was devoted to Elsa; he 
swore he would not return until Elsa was safe.” 
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Karl told him Baba Yaga’s hut was to the northwest. “Take my 
advice: stay away from there,” he said. Devon asked about the curse. 

“When the baron ordered her to leave the valley, she first cursed the 
graveyard so that the dead cannot rest at night. Never go near there at 
night without protection. There is an unguent you can purchase from 
the healer. It’s expensive, though. Anyway, the baron sent the castle 
guards after Baba Yaga. Only the captain returned to the castle. He 
opened his mouth and a strange voice that was not his own said, ‘Hear 
me, oh mighty baron. Thou hast angered me, and thus you are cursed. 
All that you value shall you lose; all that you treasure shall be taken from 
you.’ Then the captain dissolved into a pool of sticky blackness.” Karl 
shuddered. “Now there are too few guards to take out the brigands who 
hide near the edge of the valley. We think that without their shrewd 
leader, they would be lost and would soon flee the land.” 

Devon asked Karl to raise the gates and entered the castle 
courtyard. 


th db ob 


As he walked to the courtyard, he saw a man impeccably attired in a 
swashbuckler suit. with a fine sword in his hand. The man thrusted and 
lunged, parried and dodged his invisible enemy with great skill and 
marvelous style. Devon offered a 
greeting and the man stopped his 
practice and stood primly. 

“Iam the weapon master—expert 
swordsman and trainer. | see you carry a 
sword. Do you fancy yourself a fighter?” 

Explaining about the Famous 
Adventurer’s Correspondence School, 
Devon said that he was indeed a fighter. 

Rolling his eyes, the weapon master 
said, “If you wish to pay a gold coin, | 
will take you on your way to becoming a 
real swordsman.” 

Devon didn’t much care for the 
man, but he was a realist. He had 
learned swordsmanship by mail, and 
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badly needed real training. He took out one of his precious few coins 
and his sword. The lesson began and ended in a whirl of clashing sword 
blades. When the weapon master suggested that daily lessons might be 
in order, Devon had to agree. He rested, then went to the stables. 


I I 


The stables were located through the courtyard, past the great castle 
doors to the right. If this had once been the home of a legion of war- 
horses, one would never have known it. Only a few aging animals 
remained. 

A man appeared at the stable window. “Lookin’ for work?” 

Devon looked at the caked floor and reluctantly nodded. 

“Good. Then come on in and grab a rake!” 

The work was exhausting; and the stableman never stopped 
barking his orders. But finally the work was done, and as Karl the guard 
had said, it was a great workout. 

With all the activity, Devon had not paid attention to the time. The 
sun was just going down behind the mountains; it would be dark soon. 
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“Here’s your money,” said the stableman. “Now you’re five silvers 
richer. Oh, and you can sleep in the stable if you want to.” 

Devon fell gratefully onto some clean hay and was immediately 
asleep. 

The sound of birds chirping woke him up at dawn. He opened his 
eyes, and blinked at the stableman standing over him. 

“Get to work!!” the man bellowed. 

And before the would-be hero was fully awake, he had earned 
another five silvers. 


th hb hb 


Devon went to the courtyard to look for the weapon master, but he was 
not there. He had just walked up to the stiff pair of guards at the castle 
door when a “Hey, young hero!” came from the courtyard. The 
weapon master had arrived. Once again drawing his money and his 
sword, Devon prepared for another fighting lesson. 

“The thrust bites quickly, but the swing does more damage” was 
the advice of the day as the weapon master again pounded Devon to 
exhaustion. 

“Thank you, master,” grunted Devon just before falling into a heap 
in the courtyard. 


he db ob 


Devon stood outside the stables, hard-earned silver coins wrapped in 
his damp palm. What was he doing? Hadn’t he come to Spielburg to 
become a hero? The Spielburg quest board was filled with mysteries 
that needed solving, and here he stood raking horse manure. He 
needed supplies. He needed food and a place to sleep. All of that cost 
money, which was why he had taken this job. He uncurled his fingers 
and looked at his meager wages. 

His mind drifted back to his hometown of Willowsby. He had not 
intended to study thievery when he first enrolled in the Famous 
Adventurer’s Correspondence School for Heroes. He just seemed to 
have a knack for it—on paper. When it came to adventuring, he 
preferred the quiet, dignified approach of the thief to the “hack ‘n’ 
slash” of the fighter or the flash of the magic user. As his studies 
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progressed, however, so did his realization of what he could accomplish 
with his new skills. He would be a great hero, no doubt about that, but 
would it be so terrible to be rich too? 

He studied hard and long. When his lessons were finally completed 
and the last package from the school arrived, he tore open the box. 
Inside was his adventuring diploma, neatly secured with a bright red 
ribbon. He stuffed it in his pocket and searched the seemingly empty 
package in which it had come. Hidden inside, so carefully that he 
almost missed it, was the real prize: a genuine, official thief’s lock pick. 

Not wanting to wait until nightfall to try out his new device, Devon 
set about picking every lock he could find. He started in his home, 
opening desk drawers and his mother’s jewelry box, then relocking them 
again. He had no intention of stealing anything; he just wanted the 
practice. Unfortunately, this was a bit difficult to explain when his 
neighbor caught him picking the lock on her wine cellar. 

He ran, hiding out in the Willowsby Adventurer’s Guild Hall. The 
notice on the quest board appealing for a hero for the distant town of 
Spielburg was the answer to his dilemma. He promised himself that if he 
escaped Willowsby—and jail—he would never use the lock pick again. 

But that had been weeks ago. The tortuous journey to Spielburg 
had changed his life forever. Here he stood, in the stables of the Baron 
von Spielburg, hay stuck on his shoes, five silvers in his hand, knowing 
full well that with one good night’s work he could make 100 times that 
much silver. All he needed was a little practice. 

But first he had some questions that needed answering. 


I I 


The Farm of the Centaur 


After a little rest, Devon waved to Karl and left the castle grounds. He 
headed south to the healer’s place, then west to the farm of Hilde’s 
father. When he arrived, the majestic centaur was busy tending the 
perfect rows of his crops. Devon hailed him. 

“Hello,” answered the farmer. “I am Heinrich Pferdefedern.” 

“Yes, I know. I met your lovely daughter Hilde the other day. | am 
Devon, and I have come to rid this valley of the brigands that plague you.” 
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“You? Well, why not? The brigands attacked me a few months ago. 
I am a strong fighter, but there were too many of them and they 
surrounded me. In the fight, my right leg was broken, and I thought 
that was certainly the end of me. But then the brigand leader came up 
to me and forced the ruffians to leave me alone. In fact, he gave them 
strict orders not to hurt anyone else from the town. Then he gave me a 
healing potion and had me carried to the healer’s house.” 

“Strange behavior for a brigand, wouldn’t you say?” asked Devon. 

“I'd say so indeed,” the centaur replied. 


The Fox 


Devon bade the farmer goodbye and headed back towards Spielburg. 
The notices on the guild hall quest board—the faded pictures of the 
baron’s missing children and the rewards offered for the capture of the 
brigand leader and warlock—swam through his mind. 

He was at the town gates. To the east lay the trail that had 
delivered him to the valley two days before. He needed to think. Maybe 
a short hike along this pleasant trail would help. 

The walk was indeed agreeable. Snowy peaks towered over the 
trees straight ahead and to the north; gentle breezes from the south 
carried the muted roar of a distant waterfall. As Devon walked through 
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the peaceful forest, he tried to make 
sense of everything he had learned. 

A rustling sound came from the 
brush, and he stopped. Something 
scampered across the road behind him. 
He swung around . . . nothing there. 
He readied his weapon and continued 
his hike. As he rounded a bend, his 
trek was ended for him. The path was 
completely covered by a 20-foot pile of 
snow. It looked fairly fresh; the avalanche must have occurred the day 
before. His brief attempt at relaxation thus halted, he headed back to 
town. 

“Help me.” A sad, tiny voice drifted up from the side of the trail. 
Devon stopped and looked in its direction. There was a small creature 
lying on the forest floor. It was a fox—a lovely fox, with red-brown fur 
and bushy tail. “Brave and kind hero, please help me,” it said. 

For a moment he just stared. Then wonderment was replaced by 
horror when he saw the trap that held the poor animal’s leg. Devon 
rushed to pull the metal jaws apart just enough to slip the leg out of 
their grip. The fox took a few careful steps, then turned to look at its 
rescuer. 

“Thank you, hero,” said the fox. “In exchange for your kindness, | 
believe I know something that may help you in your quest.” 

“How do you know about my quest?” asked Devon. 

“I followed you for a while on the path. That is, until . . .” The fox 
glowered at the trap, then smiled up at Devon. “You talk to yourself, 
you know. Anyway, Baba Yaga cast an enchantment on the baron’s 
daughter Elsa many years ago. The dryad can tell you how to break it. 
If you go through with this, take my advice: sometimes it pays to be 
polite, even to rude people. Well, au revoir, my friend. Ta-ta!” The little 
fox bounded merrily into the thick forest. 

Baba Yaga cast a spell on Elsa? What if . . . no, it couldn’t be! 

“Hey, little fox! Where do I find the dryad?” Devon called. But the 
fox was long gone. 

Maybe the curse of Baba Yaga had something to do with the 
brigands after all. Before he tried to find this dryad, he needed to talk to 
Erasmus. 
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Jnto the Forest 


The spindly peak of Zauberberg Mountain rose high above the trees 
past the forest to the northwest of town. Devon walked to the healer’s 
garden. From there he had a clear view of the mountain, which he 
thought looked more like a mutant stalagmite: tall, crooked, and 
tapering to a narrow point. The weird purple home of the wizard 
Erasmus was perched perilously at the top. He took a deep breath and 
prepared himself for his first venture into the monster-infested, brigand- 
laden wilderness. 


th ob ob 


He checked his equipment, readied his sword, and marched boldly 
toward Zauberberg. 


th db ob 


He zapped his dagger and clasped it firmly in his hand. Then he made 
his way to Zauberberg. 


th hb bh 


With one dagger in his belt sheath and the other grasped in his hand, 
he pulled his cloak around him and crouched. Using the trees for cover, 
he zigzagged his way through the forest toward Zauberberg. 


th ch hb 


After several minutes, he found himself in a small clearing. No trees . . . 
nothing to use as cover. He felt uneasy, like an open target, and his grip 
on his weapon tightened as he tried to hurry to the shelter of the trees 
on the other side. A small, ugly creature jumped out at him, battle club 
in one hand, battered shield in the other. He recognized the long snout 
and pea-green skin from the monster trophies on the guild hall wall. Its 
smell was nauseating, and he reeled. 

“Prepare to die!” snarled the beast. It swung its club in circles above 
its head. 
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Devon took a step backward to steady himself just as the creature 
slammed the club where Devon's skull used to be. 
“Die yourself, goblin!” cried Devon. 


I I 


He drove his sword toward the creature’s exposed neck. It dodged 
skillfully, and he thought he had missed, but a fine line of dark red 
droplets soon appeared near the goblin’s throat. Enraged, it swung the 
club wildly at Devon and hit him squarely in the chest, nearly knocking 
him off his feet. The battle raged on, blade and battle club clanging on 
shield and armor. In the end, Devon put to good use the lessons 
learned from the weapon master, and the bloody goblin lay dead on the 
forest floor. 


hb ob ob 


He jabbed wildly at the monster, hitting it on the shoulder. The blade 
made a clean cut, but also expelled a buzzing charge into the beast, 
causing it to howl in pain. Furious, it charged with full force. Devon 
ducked some of the blows, stabbing blindly at the goblin, unsure of how 
many of his jabs actually hit. He was wounded and soon near complete 
exhaustion, and was considering making 
a run for it. Then one quick slice landed 
on the creature’s neck, and it fell in a 
heap at his feet. 

Devon dropped to his knees and 
tried to catch his breath. He ached all 
over, and blood seeped through his shirt 
sleeve. He silently thanked the healer for 
the healing potions as he drank one of 
them. While he rested by the dead 
goblin, he realized he was not going to 
survive long in this valley with such 
meager combat skills—if this had been a 
more formidable opponent, his only 
chance of survival would have been to 
run away. He had to learn more spells. 
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th hb cb 


Devon hurled his dagger at the monster, but it sailed wildly into the 
brush. As he grabbed at the other dagger in his belt, the goblin’s club 
crashed into his shoulder, and a searing pain shot down his arm. 
Pulling his dagger free, he jabbed at the monster over and over. Blood 
oozed from the goblin’s leather tunic and it finally collapsed at his feet. 
The thief rested a bit. His wound was painful, but not serious, and 
he decided not to drink one of his healing potions. He realized he 
needed a supply of throwing daggers and lots of practice throwing 
them. If he had been in the thick of the forest, he knew he could have 
hidden from the goblin and avoided the battle in the first place, and he 
planned always to sneak his way through the woods. But, as he had 
learned today, no amount of stealth would save him from all battles. 


th hb ob 


He poked at the goblin with his boot and heard a muffled jingling sound. 
He turned the monster over and kicked at it again. Again it jingled. He 
held his breath and searched through the filthy, crawly tunic until he 
found a handful of silver pieces in one of the pockets. Apparently the 
brigands were not the only bandits in this forest. 


Erasmus 


The rest of the walk was happily uneventful. He stood at the foot of 
Zauberberg Mountain and looked straight up the nearly perpendicular 
path, which reached practically into the clouds. He had to remind 
himself how important this visit was, how urgently he needed answers 
to his questions . . . otherwise, who in his right mind would attempt 
such a climb? 

He stepped onto the path. Pop! A sign shot up from the ground. 
“Welcome to Magic Mountain,” it proclaimed, then disappeared back 
into the earth. He tried again . . . another sign: “Now go home!” 

Zara was right, he thought, this wizard does have a weird sense of 
humor. 

He moved a foot gingerly forward, and when he was satisfied that 
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another sign wasn’t going to shoot out at him, he began his steep 
ascent. 

He didn’t know how long he climbed, but with each torturous step 
he sincerely hoped it would be worth it. Chest heaving and gasping at 
the thin air, Devon finally made it to the top. Up close, the home of 
Erasmus was even more bizarre than it appeared from the ground. It 
was shaped more or less like a squat, lopsided bottle, with a single 
turret stuck haphazardly into its side. 

He staggered toward a roundish opening in which hung a swinging 
door inlaid with jewels. The stone gargoyle hovering above raised its 
giant head and thundered, “Stand fast!” 

Devon froze. 

“He who would the wizard see must first answer questions three,” 
bellowed the carved beast. “First, what is your name?” 

“Devon,” he replied. 

“What is your quest?” 

“I want to be a hero.” 

“What is the mean air speed of an unladen swallow?” the beast 
demanded. 

“What?! Um, African or European?” 
asked Devon. 

“Hmm, I don’t know.” The gargoyle 
looked thoughtful for a moment, then went 
back to shouting at Devon. “Oh well, you 
win. Go ahead and enter. And go straight 
up the stairs . . . don’t dally!” The door 
creaked open and Devon went inside. 

The curvy, twisty parlor was full of odd 
things. A stuffed peacock opened and 
closed its fanned tail. On the floor lay a 
casket with a lever sticking out of it. He 
pulled it and a ghostly arm reached up and 
pushed the lever back. Devon walked 
towards the stairs, where a ball of white 
light stood on a pedestal. He reached out 
to touch it. “I wouldn’t do that if I were 
you,” warned the stuffed dragon head on 
the wall. He glanced around the room. A 
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life-size, lifelike painting of a white-bearded man, dressed in purple 
wizard robes and pointed hat, stared down at him from the wall of the 
staircase. A large rat, also wearing a wizard hat, watched him from 
atop a bookcase. Yes, very weird sense of humor indeed, he thought as 
he climbed the stairs. 

They led to a purple sitting room, which made no more esthetic 
sense than the rest of the house. The figure shown in the painting sat 
at a table near the top of the stairs, sipping a steaming mug of tea. 

“Welcome to my home,” said Erasmus, motioning Devon to sit at 
the table. “Fenrus,” he called, “our guest has arrived.” 

The rat from the parlor appeared across the room. 

“Cheese, please,” said Fenrus. A hunk of cheese floated from the 
table to the rat, who nibbled on it contentedly. 

“Did you hear the one about the witch’s broom?” Erasmus asked 
Devon. 

“No,” said Devon. 

“That’s odd,” Erasmus said, smiling. “It’s sweeping the valley.” 

“Let’s just brush that one aside, shall we?” added Fenrus. 

Erasmus took a sip from his tea. Devon started to say 
something, but wasn’t quick enough. 

“Do you know the difference between a cheetaur and a 
comma?” 

“No,” said Devon. 

“A cheetaur has claws at the end of its paws, and a comma 
is a pause at the end of a clause!” said Erasmus. The rat 
giggled. 

“Yes, well . . . my name is Devon. I’ve come to ask you a 
few questions if I may. I hear the magic in this valley . . . “ 

“As I always said,” Erasmus interrupted, “magic is the 
essence and the soul of life, and the wizard is her poet.” 

“Actually, it was Merlin who said it first, and he said 
‘magician,’ not ‘wizard,’” corrected Fenrus. 

“Sometimes I think you’d make a better newt,” said 
Erasmus. 

“Why?” 

“Because newts can’t talk.” 

“Neither can most rats.” 

“Excuse me,” said Devon. “If you could answer just a 
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couple of questions, I'll get out of your way.” He asked about Baba 
Yaga’s curse on the baron. 

“A fine example of creative cursing. Of course, for every curse 
there is an equal and opposite countercurse,” said the wizard. Devon 
was puzzled. 

“It’s a cure for a curse,” explained Erasmus. “It works against the 
one who cast the curse in the first place. The one for the baron goes 
like this: ‘Come a hero from the east; free the man from in the beast; 
bring the child from out the band; drive the curser from the land.’ So 
you see, to get rid of the curse, you have to get rid of Baba Yaga. Of 
course, it won't reflect well on her.” 

“Nothing reflects well on her,” Fenrus said. “She has a face that 
would break anything but a magic mirror.” 

“Magic mirror?” asked Devon. 

“There are many types of magic mirrors,” said the wizard. “I used 
to have one, but I misplaced it. If you find a magic mirror with a face 
on it, it’s mine. That one is used to reflect a spell back upon the person 
casting at you.” 

Erasmus and Fenrus started another battle of wits, but Devon 
wasn’t listening. The connection between the brigands and the curse 
was finally clear to him. Now he had to figure out what to do about it. 


I I 


“Incidentally,” Erasmus was saying, “I see you're a practitioner of the 
magical arts. Perhaps you would be interested in a little game of mine. | 
used to play it with Fenrus, but he’s no fun any more.” 

“That’s because I always win,” said the rat. 

“I think you cheat,” said Erasmus. He turned back to Devon. “It’s 
called Mage’s Maze and to play you need the spells open, fetch, flame 
dart, and trigger. Do you know them all?” 

Devon shook his head. 

“Pity. You should visit the hermit at Flying Falls. He can give you 
trigger, which is a spell that can be used to set off an existing spell . . . 
like discharging magical traps from a distance. | fixed Henry the 
hermit’s cave so he can do lots of magic with just trigger. You'll have to 
buy the others from Zara. Open is a good spell to know. It allows you 
to open things with a gesture. When you become really good at it, you 
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can even open locks . . . comes in handy when you lose your keys. You 
can use fetch to catch or retrieve small objects.” 

“That one I know,” offered Devon. 

“Good. Flame dart, of course, acts like a magical weapon. And if 
you should be so lucky as to win dazzle from me, well, there’s a spell 
with charm. Its real name is Erasmus’ Razzle Dazzle. It creates pretty 
little lights, and anyone looking directly at them is temporarily blinded. 

“You know, if you get these spells under your belt, you'll be well on 
your way to becoming a wizard yourself. It is a great honor and 
achievement, you know, to go from a mere user of magic to a true 
wizard. After you have mastered nine spells and have accomplished a 
great deed—getting rid of Baba Yaga and her curse would certainly 
qualify—you can undergo the initiation at the Wizard’s Institute of 
Technorcery down south in Shapeir.” He paused, then added, “Beat 
me at Mage’s Maze, then maybe you can consider becoming a wizard.” 


th ob hb 


Devon thanked Erasmus and Fenrus for their help and stood up. The 
wizard waved his hands at him. The room started to waver and spin 
and his mind felt foggy. He closed his eyes for a moment, and when he 
opened them, he was standing at the foot of Zauberberg Mountain. 

Very weird indeed. 

Late afternoon shadows were already creeping into the forest. 
Soon the sun would dip behind the hills and he wasn’t crazy about the 
idea of passing through these woods after dark. He quickly prepared 
for the walk back to town. Halfway back, a huge greenish reptile—one 
of the sauruses that Wolfgang had told him about, he guessed—lunged 
at him, snapping with razor-sharp teeth, but the creature was easier to 
defeat than the goblin had been, and he managed to walk away tired 
but unharmed. 


Bruno 


He arrived at the town gates before sundown. Leaning against the 
outside wall was a sinister character, skillfully tossing a dagger in the air 
as someone would toss a coin. 
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“Hey, hero,” he said. “I hear you been asking about Baba Yaga. 
For a silver, I’ll tell you how to find her.” 


bh hb 


By the look in the man’s eye and the way he handled the knife, Devon 
guessed what this guy did in his spare time. If this fellow was indeed a 
thief, as Devon thought he was, then he might be able to tell Devon 
whether there was a thieves’ guild in town. He rummaged through his 
backpack. Back in Willowsby, he might have sworn he’d never use his 
lock pick again, but before he’d left town, he had thrown it into his 
pack anyway. Of course he knew full well that he had no intention of 
keeping his own promise. 

He found the pick and showed it to the knife-tossing man. The 
man gave him an evil smile, and told him he ought to talk to someone 
named Sneak about joining the guild. “You'll find him in the alley after 
dark,” he said. Then he added: 


I 


“Do you want to know about Baba Yaga or not? You can tell her Bruno 
sent you.” 
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Devon reluctantly parted with a coin, but after hearing Bruno’s 
useless information, he was immediately sorry he had wasted his 
money. As he left, Bruno called out, “If you want a good time, try the 
Dragon’s Breath!” 


The Tavern at Town's End 


He went into town and bought one of Shema’s hot meals at the Hero’s 
Tale Inn. While sipping his coffee by the fire, he remembered that there 
was one place in town that he had yet to explore, and he went out into 
the darkness toward the tavern at the end of Market Street. 

As he stepped inside the dim saloon, a burning haze of smoke and 
the stench of old ale assaulted his eyes and nose. He blinked away 
rapidly forming tears and checked out the room. At a nearby table, two 
men dressed as a butcher and a baker were deeply involved in a game 
of cards. (“D’ya have any sixes?” asked the baker. “Go fish!” replied the 
barber.) On the other side of the room, a gorilla in a tunic stood guard 
over an obvious trapdoor in the floor. He wiped his eyes and looked 
again . . . that was no gorilla. It—or, rather, he—looked a lot like 
Deputy Otto, only meaner and probably not as bright. 
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Devon sat down next to a fellow lying face down at the sticky bar. 
From the little hair clippings on the man’s apron, he figured this was 
probably Spielburg’s barber. 

So this is where the local merchants hang out, he thought. Well, it 
wasn’t as if this town were full of customers. 

“What da ya have?” the surly bartender asked Devon. “Ale, Goblin 
Sweat, or Dragon’s Breath?” 

Three huge kegs were mounted on the wall behind the bartender. 
From the size of them, it was obvious that at least one establishment in 
town did a brisk business. Noxious fumes wafted from the keg in the 
middle—the one with a dragon head painted on it—and Devon's eyes 
watered even more. Dragon’s Breath was out. If Goblin Sweat was half 
as disgusting as it sounded, he’d pass on that as well. 

“Well? What’s it gonna be?” The bartender was getting impatient. 

“Ale,” answered Devon. He paid the barkeep, who served up a flat 
ale in a glass as filthy as the bar. Devon looked at it and, while 
wondering whether or not to actually drink it, he noticed something 
white underneath his barstool. He casually leaned down and picked it 
up. No one seemed to notice. He flattened out the paper and read the 
almost illegible scrawl: 

“B—He’s starting to get suspicious. Hold off on our meetings for a 
bit, but I'll keep you posted by these notes. —B.” 

He stuffed the note into his pack, got up from his stool, and left the 
tavern. 


The Alley at Night (The Thieves’ Guild) 


As he passed by the alley where he had talked to the beggar, he noticed 
something glowing near the back wall. He looked closer and saw that 
the glow was coming from a tiny object on the ground, like a coin. 


th hb ob 


He remembered what the beggar had said about Erana missing the 
alley with her famous aura. After meeting the dubious Bruno at the 
town gates, the unguarded coin seemed too convenient. He went 
straight to the inn for the night. 
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th cb ob 


Carefully, he stepped inside the alley. The glowing thing on the ground 
was indeed a coin, and there was something about it that made him 
feel uneasy. He put his palm on the dagger in his belt and took a step 
forward. From behind the debris in the alley, a dagger whizzed by his 
head and stuck in the wall next to him. He hadn’t noticed the two 
hoodlums lurking in the shadows . . . concealed in dark cloaks, they 
were nearly invisible. One of them—the one who had thrown the 
dagger, it seemed—spoke: 

“That ‘coin light’ spell gets ‘em every time,” he said. “See that 
dagger? The next one goes in your back. Give Sneak your money and 
you can keep your life.” Devon looked at the other thug. Sneak 
smirked and tossed his blade into the air, where it did a triple 
somersault before landing perfectly back into his hand. That had the 
desired effect: Devon was suitably impressed. If nothing else, these two 
knew how to handle their weapons. 

“So you’re Sneak,” he said coolly. 

“Yeah, 1am... so what?” said Sneak, twirling his dagger through 
his fingers like a baton. 

“Bruno said to see you.” 

“Yeah? About what?” His eyes narrowed. 

“| have something to show you,” said Devon. He moved his hand 
toward his pocket. 

“Watch ‘im, Sneak!” said the other one. He walked over to the wall 
and retrieved his weapon. 

“Don’t worry, Slink. If he tries anything, I'll get him,” said Sneak, 
making it clear he could throw his dagger as well as he could do tricks 
with it. 

Devon reached into his pocket and pulled out his lock pick. 

Sneak put down his knife, looking dumbfounded. “You mean the 
first customer we have in months is a thief?” He sighed heavily and put 
his dagger away. Slink wrapped himself in his cloak and went back to 
his lurking. 

“Well,” said Sneak, “if you want to be a thief in this town, you’d 
better join the guild. Go see Crusher in the tavern. Give him the 
password ‘schwertfisch.’ He’ll get you into the guild hall.” 

Devon started to say something, but Sneak cut him off. “I don’t 
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want to talk to you. Get out before we change our minds.” He pulled 
his own cloak around him and joined Slink in the shadows. 

Devon went back to the tavern. Since the only one in the place 
who looked like a “Crusher” was the big goon on the trapdoor, he 
walked up to him and asked his name. The goon growled. Devon 
thought about the fox’s advice and tried to think of something polite to 
say. “Nice tavern,” he said weakly. 

Crusher picked Devon up by the front of his tunic, opened the door 
of the tavern, and threw him out, slamming the door behind him. 

Devon got up and brushed himself off. That guy sure is impatient, 
he thought. He decided he needed a different approach. 

He went back in and showed Crusher his lock pick. Crusher 
growled again and looked as if he were going to throw him back out. 

“Look,” said Devon, “what's it going to take to get into the thieves’ 
guild?” 

“Da guild? Why didn’tcha say so?” said Crusher. “What’s da 
passwoid?” 

Devon repeated the word the thieves in the alley had told him. 
Crusher got off the trapdoor, opened it, and pushed Devon into the 
hole in the floor. He climbed down the ladder, with Crusher following 
closely behind. 

’ Devon looked around the well-lit basement room of the guild 
headquarters. Seated at the lone table was a sinister little man with a 
haughty air of authority, casually tossing deadly daggers at a target board. 

The man looked at Devon, then tossed another dagger. 
“Beginners,” he complained to Crusher. “Why do they always bring me 
beginners?” He complained at length about being stuck in this “po- 
dunk town” where the brigands didn’t even bother to join the union. 

“What union?” 

“It will cost you 25 silver to work in town,” said the man, who 
Devon figured was the guild master. “Pay Boris.” He pointed with his 
thumb toward a massive door in the back of the room in which was set 
a large barred window. “If you don’t have the cash, go steal some.” 
Poinng . . . another dagger hit its target. 

“I have the cash,” said Devon. He went to the window and gave 
the brutish clerk his union dues. Boris handed back an official Thieves’ 
Guild Union license. “Welcome to Local 1313,” said Boris. Then he 
asked Devon if he wanted to buy a good thieves’ tool kit (“No real thief 
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should be without one”). He pulled one from behind the counter. It was 
a fine collection of picks and other tools, Devon had to admit, but it 
cost a lot of money . . . a lot more than he had. He turned to the man 
in the chair and asked his name. 

“They call me ‘the chief.’” The chief ran his thumb across the edge 
of a particularly evil-looking dagger. With barely a flick of the wrist, the 
dagger left his hand and landed cleanly in the center of the board. 

Devon asked about the brigands in the woods. 

“Those non-union cretins are giving thieves a bad name. I’m sure 
they have a spy planted in our own organization,” said the chief. 

“Why do you say that?” 

“Someone is leaking our inside information to them.” 

Devon had an idea who that might be. He nodded goodbye and left. 
He had a lot of practicing to do. After all, he was an official thief now. 

He spent a good deal of the evening sneaking around town, using 
his old lock pick to practice his technique. The locks on the shops were 
easy to pick, but the doors were bolted from the inside. No matter—he 
needed the practice anyway. He tried to break into the house of the 
snoozing little old lady, and the house on Market Street next to the dry 
goods shop, but these locks were too difficult. He was going to have to 
raise enough cash to buy that tool kit from the guild hall. 

He sneaked back to the inn and rented a room for the night. 


th hb bh 


At dawn, Devon again prepared for a journey into the woods; it was 
time to go gathering. The healer was willing to pay well for magic 
mushrooms and for flowers from Erana’s Peace. 

He left Spielburg, walked to the farm, then headed due north. The 
farther he went, the more the path sloped upward, and the crispness of 
the thinning air told him he would reach the snow line soon. His way 
was blocked by a rock wall and he was forced to turn east. As soon as 
he turned the corner, he was attacked by a goblin, identical to the one 
he had fought the day before. He was better prepared for the attack 
this time; victory was soon his. He searched the creature’s bloody tunic 
for the few silver coins hidden there. He continued east, and minutes 
later walked straight up to a huge monster (an ogre, he later realized) 
wielding a club that looked as big as Devon. The forest was crawling 
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with monsters, he thought as he ran away. The ogre was as slow as he 
was big, and Devon easily escaped. 

When he was satisfied that the ogre had no intention of following 
him, Devon stopped to catch his breath. Had he seen something move 
in the cave behind the ogre? Well, there was nothing he could do about 
that yet—right now, he had to find the magic meadow. How could he 
have missed it? It had to be near, he could feel it. Finally he saw the 
northward path. He carefully walked through the grasses and vines, 
over the fallen branches and around the thorny brambles that protected 
the passage to Erana’s Peace. 


Erana’s Peace 


It was a short walk from the terror of the ogre to the peace and safety 
of the enchanted meadow. The beauty of Erana’s Peace took his breath 
away: the rocks and the higher branches of the trees were covered with 
crisp, sparkling snow, yet the ground was blanketed with countless 
varieties of soft grasses and flowers. In the center stood a tree 
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somehow filled with both blossoms and ripe fruit. He stepped into the 
meadow and a feeling of utter tranquillity fell upon him. The fuzzy fruit 
on the tree sparkled in the sun; he took one from a low-hanging branch 
and bit into it. It was unlike anything he had ever eaten, and he wolfed 
it down voraciously as if he hadn’t eaten in days. When he was done, 
his hunger was completely satisfied. 

He bent down and picked two handfuls of the flowers, inhaling 
their wonderful fragrance. He placed them carefully in his pack. 

As he was reluctantly leaving this wondrous place, he noticed a 
large, flat stone on the ground. There was writing on it. The top 
proclaimed that this was indeed Erana’s Peace. On the sides was some 
sort of arcane rune. 


th cb ob 


The rune made no sense to him. He tried to move the rock, but no 
matter how hard he tried, it would not budge. 


bh hb b&b 


It said, “If thy will is magic, so shall I share. Open this stone and claim 
what is there.” Devon tried to move the rock, but it wouldn’t budge. 
“Zara,” he whispered. “Zara has an open spell for sale.” 


th cb ob 


He left the meadow and went straight to the healer’s cottage to sell the 
flowers. 


th ob ob 


Devon bought a potion of vigor with the money he’d gotten from the 
flowers and from the goblins. He went to the castle, worked for a while 
in the stables, then practiced with the weapon master. 

While he rested, he decided he would start looking for the dryad in 
the west. He headed south past the town. A weird purple branch on one 
of the trees caught his eye. He turned to the west to find the dryad. 


hb b&b b&b 
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Devon used some of his money to buy a potion of vigor, went to the 
dry goods shop for a spare dagger, then went south past town. He had 
heard that somewhere on the outside wall south of town was an old 
archery range—perfect for dagger-throwing practice. As his fellow 
thieves had shown him, dagger-throwing was a very effective way of 
defending oneself. When he found the remains of the old range, only 
one target was still standing. He practiced tossing daggers at it until he 
was too tired to throw another. 
He rested, then went westward into the woods. 


th hb ob 


Devon went to Zara’s to buy the open spell. After getting quick 
instructions on its use, he rushed back to Erana’s Peace. He waved his 
hands at the flat stone. The top slid back as though it were weightless; 
inside lay a scroll. Devon reached for it. He had barely removed the 
scroll and his hand when the top of the rock slid back into place. 

The scroll contained a spell that enabled the caster to calm those 
around him. He gathered two more handfuls of flowers, took them 
straight to the healer and sold them, then walked south from her 
cottage. He came upon a tree that had a peculiar hollow limb that 
looked purple from the ground. He turned to the west. 


The White Stag and the Dryad 


He wasn’t sure why he had turned west, but, as had happened so often 
before on this adventure, he had a feeling that he would find the dryad 
there. If nothing else, that was the direction in which the healer had 
said he would find magic mushrooms. 

Soon he saw a magnificent white stag foraging for food directly 
ahead of him. It ran from him. He followed it, again trying to approach 
it, and again it ran away. He continued to follow it, and ended up in a 
strange meadow surrounded by thorny bramble bushes. An ancient, 
decaying tree spread its lifeless branches overhead. The stag stood by a 
gnarled oak tree and stared at him. Devon walked gently toward the stag, 
and the trunk of the oak wavered as though it were made of clay. It took 
the form of a woman, a beautiful woman made of wood, with a flowing 
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mane of branches. The stag bobbed its head up and down in delight. The 
tree-woman spoke to Devon: 

“I am the dryad, keeper of the woods. Are you one with the 
woods?” 

Devon nodded his head. 

“Then you shall aid me and | shall aid you on your quest,” the dryad 
said. “Bring me a seed from the Seed Spitting Spirea of the North so 
that I may plant it elsewhere to preserve these rare magical plants. Then 
you will become a true friend of the forest.” She melted back into the 
oak. Devon couldn’t help wondering how everyone seemed to know 
what his quest was. He guessed he had better oblige the dryad. 


The Mushroom Ring 


As he walked northward, Devon noticed that the trees and other plants 
in the area looked particularly healthy. He soon came upon a small 
clearing, where stones were arranged in a neat semicircle. Inside was 
another circle, this one composed of dozens of reddish mushrooms, all 
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of them perfectly shaped and covered with perfect white spots. He 
stepped into the ring and carefully gathered more than a dozen of the 
smaller ones, taking care not to disturb the rest. He put them in his 
pack and continued on his way. 


The Goblin Hideout 


A little further on, he came to another clearing, where several boulders 
and large shrubs littered the ground. There was no feeling of magic 
here, but rather one of foreboding. He listened, but could hear nothing. 
Suddenly, from behind one of the rocks, a goblin jumped out at him. It 
screeched something in Goblin and slammed its club at him, but 
Devon’s hard work and practice had paid off and the goblin was 
vanquished easily. He relieved the body of its money pouch of silver 
coins and continued looking for the dryad’s plants. 


The deed Spitting Spirea 


There was no doubt in his mind that he was in the right place when he 
came upon the spirea. In a lovely, grassy clearing four huge red flowers 
grew out of the rocky cliffs that made up the north and west walls. 


One of the flowers puckered up and. . . “Ptoooey!” . . . shot a 
large seed across the face of the cliff into the open mouth of one of the 
others. A few seconds later . . . “Ptoooey!” . . . the seed shot from that 


flower into another. Back and forth, the plants loudly spat the seed 
between them. 

Devon just shook his head. There was no end to the craziness of 
this forest. 


th hb hb 


He bent down and gathered a handful of rocks. Taking careful aim, he 
began to throw the rocks at the flying seed. The pterosaur’s nest had 
been an easy target compared to this one. He threw stone after stone, 
gathering more as he needed them. Finally, when his arms were weak 
and throbbing, one stone found its target, and the seed was knocked to 
the ground. He placed it in his pack. 
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th cb ob 


He tried to fetch the seed, but the small moving thing was harder to 
catch than the pterosaur’s nest had been. He tried and tried, resting for 
several minutes in between to regain his spell-casting power. Finally, after 
a long, long time, the seed stopped in mid-spit and floated into his hands. 


th cb ob 


He tried to climb the slick center rock, succeeding only after several 
attempts. As the seed was spat toward the center flower, he reached 
out and grabbed it. 


hh db ob 


Having lost their seed, all of the flowers opened wide and lay silent. 
Devon hoped that the dryad knew what she was doing. 
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It was sunset. He knew he must be near Erana’s Peace. He went a 
short distance to the east and, recognizing the rock corner near the 
magic meadow, he ran the short distance to Erana’s. He curled up 
among the fragrant blossoms and slept peacefully until morning. 

He awakened at dawn, feeling wonderful. In fact, he felt better than 
he had in a long time, completely refreshed and healthy. He ate a piece 
of fruit and decided he needed to sleep in the meadow more often. 
After gathering some flowers, he headed to the cottage of the healer. 
He had some things to sell (mushrooms and flowers), and some things 
to buy, and he needed to practice his skills. After that, he would bring 
the seed to the dryad. 


bh hb b&b 


He bought as many healing and vigor potions as he could afford. Then 
he went to the castle to practice with the weapon master. 


th ob b&b 


He had almost enough money for the tool kit. He spun a dagger in his 
hand much the same way as Bruno had, smiled, and again practiced his 
throwing at the target south of town. 


hh hb 


He went straight to the magic shop and bought flame dart, then went 
into the forest to practice shooting balls of flame from his fingertips. 


bh hb b&b 


On the way to the dryad’s tree, a man approached him through the 
forest. He was tall and strong, dressed in leather armor and helm, and 
carrying a shield and spear. Devon hailed him, then immediately knew 
that had been a terrible mistake. The man was one of the brigands—he 
made sure Devon knew that—and he raised his spear and charged. 


bh hb b 
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Devon drew his sword. The brigand was a tough match, but not tough 
enough, and Devon defeated him handily. 


th hb ob 


Devon shot a flame dart at him, which barely seemed to slow the 
brigand down. The man radiated pure evil intent, and for some reason 
that he could not explain, Devon wanted to fight this one rather than 
calm him and run away. He continued to cast his darts at him, taking 
several painful jabs of the spear in the process, until the brigand finally 
succumbed. 


th hb hb 


Devon managed a lethal toss of his dagger; the brigand dropped in the 
road. 


th ob b&b 


He searched the body and found a pouch filled with silver coins. These 
coins will be put to good use, he thought as he filled his own money 
pouch with them. 

As Devon entered the dryad’s meadow, she again appeared within 
the trunk of the oak tree. He placed the seed gently in her branches 
and she said to him, “Heed my words, friend of the forest. There is an 
evil in this valley that perverts the ways of nature. The prophecy says 
that a hero will bring a young human out of this darkness. If you are 
the one, you must get the potion to break enchantments. The healer 
can make it for you. You must gather these ingredients: flowers from 
Erana’s Peace, green fur, fairy dust, a magic acorn, flying water. 
Farewell, my friend. May the forest forever surround you.” She sank 
back into the tree once more. From the upper boughs of the tree, a 
large, perfect acorn dropped at Devon’s feet. It glowed softly in his 
hands as he put it away. 

Finally, he understood—his purpose was clear. He would find the 
ingredients for the potion that would free Elsa from the band and 
return her to her home. 
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The fleeps 


He had two of the components already—the magic acorn from the 
dryad was one, and he had brought plenty of flowers to the healer. The 
healer had called the ring of mushrooms a “fairy ring.” Maybe the fairy 
dust could somehow be found there—he would have to ask her. He 
also had an idea where he could find “flying water.” But where was he 
going to find green fur? He supposed the sickly green skin of the 
goblins could be called “fur,” but wasn’t that stretching the definition? 
Still, he had nothing else to go on, so he went in search of a goblin. 

As he approached the goblins’ hideout, he heard a weird squeaking 
sound to the west. It sounded almost like a woodland creature, though 
not quite. He thought of the fox, and hurried to find out what was 
making the noise. He walked into a circular area surrounded on three 
sides by rocky cliffs. There were several medium-sized rocks on the 
ground. One of them popped up, balanced on the head of some 
creature who squealed at him and dropped back down into its hole. 

Well, that was certainly strange, thought Devon. 

Another creature bounced up from underneath a rock, squeaked, 
and dropped back down. Soon, a half dozen of the little creatures were 
bobbing up and down, rocks balanced on their heads, squeak-squeaking 
at him like an ungreased cart wheel. They were round balls of fur with 
two sturdy legs that were 
apparently designed for 
bouncing. Each one was a 
different color — and one of 
them was green! He called 
out to it. The creatures 
stopped their bobbing, and 
from underneath the 
ground he heard a caco- 
phony of squeaks and 
squeals as they apparently 
discussed the situation. 

The green one popped 
the rock off its head and 
jumped out of its hole. 

“We are happy meeps,” 
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he squeaked. “We live in our happy houses. Don’t worry, be happy!” 

“Hello,” said Devon. “I’m on a quest and I need some green fur. 
You wouldn’t happen to have any, would you?” 

“Green fur? Sure!” He used one of his big feet to pull out a tuft of 
his own fur, and threw it on the ground. 

“Are you magical?” asked Devon. 

“Magic?” asked the meep. 

“Yes. There is a lot of magic around here. You know, like spells.” 

“Oh, spells. I found a scroll lying around in the woods the other 
day. You want it? It’s yours!” He threw a scroll at Devon, then grabbed 
his rock and jumped back into his hole. The meeps were silent. Devon 
picked up the scroll and the fur and left the home of the meeps. 


th hb ob 


He opened up the scroll, but could not read what it said. A few seconds 
later, the writing disappeared. 


th hb ob 


He picked up the scroll and read it. It was a scroll of detect magic. 
Moments later, the writing faded away. 


th ch ob 


He went to the healer’s place and gave her the fur and the acorn. He 
told her about the dryad and about the dispel potion that he needed her 
to make. The healer told him that to get the fairy dust, he would have 
to go to the fairy ring after dark and ask the fairies for some. She told 
him to be sure he had an empty vial, and repeated her warning about 
stepping into the ring. 


Flying Falls 


The Book of Adventurers in the guild hall had told of the troll the 
baronet killed near the Flying Falls. Devon recalled the waterfall he had 
heard to the south of the path the day he rescued the little fox from its 
trap. What better place to find flying water? He went south to where 
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the bright purple hollow branch stuck out of its tree, then turned east. 

The roar of the waterfall was deafening. Indeed, it appeared to fly 
off the mountainside and into the river that flowed south to the 
beautiful lake in the distance. He took an empty potion flask from his 
pack and filled it with the water. 

He looked up at the cliff next to the falls. He saw the outline of a 
door set into the rock, on a ledge far out of his reach. Curious, Devon 
looked for a way to reach the door, but apparently there was none. 


th hb b&b 


He picked up a handful of stones from the ground and tossed them at 
the stone door: “rap, rap, rap.” A grizzled old man peeked out. “Is 
someone there?” he called. He spotted Devon. “Oh, ‘ello, come right 
up. Just climb the ladder.” A ladder on the face of the cliff shimmered 
for an instant, then disappeared again. He closed the door. 

Devon climbed the invisible ladder to the ledge. 


bh hb 


He attempted to climb up the face of the cliff. It was too easy, almost 
like climbing a ladder. He stood on the ledge. 


th hb tb 


Remembering what Erasmus had said about setting up the hermit with 
a lot of magic, Devon cast detect magic at the face of the cliff. For an 
instant the outline of a ladder glimmered, then faded it away. He 
climbed the invisible ladder to the ledge. 


th hb hb 


He knocked on the door. An old voice yelled out, “Just a minute! Move 
away from the door.” He stepped to the right side of the ledge just in 
time to avoid being knocked over the side by the massive stone door. 
“Oh, ‘ello,” said the shaggy little man. “Go on in.” 

The fellow was a bit giddy, but he had rather a nice place—for a 
cave. Fresh water ran along the carefully constructed perimeter. There 
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was a cot set in a rock ledge, a fire pit dug neatly to one side. Large 
jars of supplies sat on the stone floor. 

“Ello. ‘Ow are you? ‘Ave we met before?” 

Devon introduced himself and asked the old man what his 
name was. 

“‘Enry. ‘Enry the Eighth I is. Me farther was an ‘Enry, and 
‘is farther was an ‘Enry, and ‘is farther was an . . .” and so on, 
listing all eight ‘Enry’s. “And every one was an ‘ermit. And this 
‘ere’s wot’s called ‘Flyin’ Falls.’” 

“Are you ever bothered by the brigands?” asked Devon. 

“Oh, the brigands. Nasty sorts, they is, sneakin’ round the 
woods. Other than the warlock, I have nuthin’ t’ do with ‘em.” 

“You know the warlock?” 

“Sure . . . he’s not so bad. Got a good sense o’ ‘umor, ‘e ‘as. I get 
the giggles just to think of ‘im.” The old man giggled, then continued. 
““E’s come by at times to chat. Borrowed the mirror wot I borrowed 
from Erasmas.” 

So the mirror was with the brigands! thought Devon. 


th ob hb 


Devon mentioned that Henry seemed to know some magic. Henry 
explained how Erasmus had set him up with the trigger spell, and 
offered to teach it to Devon. He gratefully accepted the offer. 


th hb ob 


As Devon got up to leave, Henry added that for the price of a few 
rations and a game of cribbage, he was perfectly welcome to stay the 
night. Devon politely declined, though he kept the offer in mind. 


Mirror Lake 


Devon decided to check out the beautiful lake to the south of the falls. 
The water was like glass, reflecting everything around him. He rested 
there until sunset, then set out toward the mushroom/fairy ring. As he 
left, he thought he heard something in the lake. He turned and went 
back, and . . . what was that? He didn’t want to believe what he had 
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seen coming out of the lake . . . he simply turned and continued on his 
mission. 


The Fairy Ring af Night 


He approached the mushroom ring in the dark of the early evening. 
Sparkly puffs of light flitted here and there above the ring. There were 
five of them—in blue, green, pink, and gold. Because of their bright 
glows, they were hard to see clearly, but Devon thought that they were 
all female, only a few inches tall, with gossamer wings that beat like a 
hummingbird’s. When they saw him, they spoke all at once, in tiny, 
rapid voices. It was hard to follow what they were saying and who was 
saying what. 

“Ooh, looky . . . a human!” 

“What’s it doing here?” 

“Yuck!” 

“I think it wants to play with us.” 

“Let’s have some fun with it!” 

“Human, do you know how to dance?” 

“Dance?” 
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“Dance??” 

“Will you dance for us?” 

“Can you dance?” 

“Well,” said Devon, “I suppose so.” 

The fairies encircled Devon and moved him nearer the ring. “Then 
dance for us!” they said. Devon twirled and whirled around gracefully, 
as if leading a beautiful partner through a splendid waltz. 

“Ooooh! It does know how to dance!” and similar expressions of 
appreciation came from the fairies. He finished graciously with a neat 
little bow. 

The fairies were immensely impressed, and told him so. When he 
finally managed to squeeze in a word, he asked them about the forest. 
The fairies said that the forest was their home, and told him how they 
loved trees and flowers and making things grow. They talked about the 
dryad. “She protects the forest and everything . . . even us!” they said. 
They told him the dryad was a tree nymph and was very magical. 

He told them of his quest and asked them for fairy dust. 

“Is that why you’re here?” 

“Why should we give it some dust?” 

“It danced for us, didn’t it?” 

The fairies fought and argued, then finally relented. Devon pulled 
out an empty flask. 

“Okay, human. Open your flask and close your eyes; you will get a 
big surprise.” 

“No peeking.” 

“ think it’s cheating.” 

“Why do I have to do this?” 

“You need a bath anyway.” 

They filled his flask with fairy dust. Devon thanked them, then 
asked about the mushrooms. 

“Our mushrooms are special,” they said. “Magical. That’s why we 
dance in rings of mushrooms. You better not go into our mushroom 
ring. We never let humans go into our rings. It takes forever to get the 
smell out. It spoils the magic. It makes us very, very angry.” 

The last thing he wanted to do was make these little fairies angry, 
so he carefully avoided entering the ring and he left the area. The blue 
one escorted him out. “Take care!” she called, then she flitted back to 
the others. 
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th hb ob 


Devon had little choice about where to sleep for the night—the town 
gates would have been locked up tight hours ago. He started on the 
long walk to Erana’s Peace. About halfway there—he was very tired by 
now—a monstrous thing charged at him from behind. It had the head 
and forelegs of a hellcat, and it used its massive claws to swipe at him 
and try to tear him apart. The cheetaur hit him once in his shield arm, 
with such force he thought it could have torn his arm off. 

Devon fought fiercely, stabbing and swinging relentlessly at the 
monster, keeping it on the defensive. At last, as he neared exhaustion, 
the cheetaur finally lay dead. He quickly drank potions of healing and 
vigor, and had enough presence of mind to gouge out the few 
unbroken claws to sell to the healer. He ran all the way to the magic 
meadow and fell among the soothing flowers. 


th cb bh 


Devon had little choice about where to sleep for the night—the town 
gates would have been locked up tight hours ago. He started on the 
long walk to Erana’s Peace. About halfway there — he was very tired by 
now—a monstrous thing charged at him from behind. It had the head 
and forelegs of a hellcat, and massive claws. 

Devon turned and tried to calm the huge beast. The spell lasted for 
only a moment, but gave him just enough time to run. The creature 
quickly recovered and ran after him, gaining fast. He could feel the 
ground rumble with the thundering charge of the monster; he could feel 
its hot breath on the back of his neck. He ran into the near-hidden 
passage that led to the magic meadow and dove into the blossoms. The 
creature stopped, as though it could not see Devon, then turned around 
and ran the other way. 


I 


Devon sneaked to town, managing to hide from a cheetaur that 
charged past him. Of course, the town was locked up tight for the 
night. After several attempts, he managed to climb the steep gate into 
the town square. It was then that he realized he needed to practice his 
climbing more! 
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His evening was not yet over—he had work yet to do. He went 
straight to the tavern and down to the thieves’ guild. With the money 
he had collected from dead monsters, he now had enough for his tool 
kit. He postponed a game of dagger-tossing with the chief and sneaked 
out onto the streets of Spielburg. 

He went to the house next to the dry goods shop. With his new 
tools, he easily picked the lock on the door and went inside. 

The inside of the house was immaculate—not a speck of dust in the 
place. The place smelled of sauerkraut and bratwurst, and loud snoring 
came from the bedroom. A stuffed gryphon head stared blankly from 
above the mantel. A beautifully decorated box sat on the table in front 
of the fire. Devon opened it, and the thing started to play music. He 
snapped it shut and froze. 

“Otto!” It was the sheriff's voice! He had broken into the house of 
the sheriff of Spielburg! “Otto, quit playing with the music box and go 
to bed!” 

Otto came out of his downstairs bedroom, grabbed the music box, 
and wound it, apparently too sleepy to see Devon standing in the 
middle of the room, then went back to bed. Devon’s knees started to 
buckle. He managed to get hold of himself and worked quickly. 

He carefully placed the music box in his pack. A large, expensive- 
looking vase sat on a shelf next to the mantel, with a portrait of the sheriff 
and his wife hanging behind it. He put the vase on the floor and moved 
the painting. Hidden behind it was the safe, which he easily opened. He 
removed the silver coins, closed the safe, and moved the painting back. 
Searching the rest of the house, he managed to find a candelabra on the 
desk and some silver coins in the desk drawers. He grabbed the vase —it 
was too large to fit into his pack—and left the house. 

He quickly fenced the loot at the thieves’ guild and went to the 
house of the little old lady on Main Street. 

Her house was as easy to enter as the sheriff's had been. Inside, 
the smell of lavender and dust reminded him of a great-aunt’s house he 
had once visited. A small black cat paced nervously in front of the 
fireplace. When the cat came near the couch, he fed it, then went 
about his work. 

The old lady’s purse was left carelessly on the couch, and in it he 
found 20 silver coins. He found some additional silvers in the cracks of 
the couch and another in the desk drawer. He looked through the 
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knitting basket, and found the real prize —aa string of fine pearls, which 
the old lady undoubtedly had lost there. After finding nothing but old 
woolens in the large wooden chest near the desk, he went over to the 
birdcage and peeked inside the cover. 

“Chirp, chirp!” screeched the bird. 

“Kitty,” yelled the old woman from her bedroom, “you'd better not 
be bothering the little birdie again.” 

Devon grabbed the silver candlesticks on the desk and hurried out 
the door to fence the rest of his haul at the guild. 

Exhausted after his night’s work, he went to the inn, got a room for 
the night, and fell immediately asleep in the soft bed. 


th hb ob 


At dawn, Devon ate some fruit, gathered more flowers, and went off for 
another workout in the castle stables and then practice with the weapon 
master. One of these days he was going to beat that arrogant son-of-a- 
saurus! He stopped by the healer’s cottage to drop off the remaining 
ingredients for the dispel potion. She told him to return later, and he 
went off south of town in search of monsters. 
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th hb hb 


At dawn, Devon picked and ate a piece of fruit, and gathered some 
more flowers for the healer. Now that he finally had all the necessary 
spells, it was time to play a little Mage’s Maze with Erasmus, and off he 
went. He suffered the miserable climb to the wizard’s house and 
satisfied the questioning gargoyle, only to promptly lose the game to 
Erasmus and get zapped back down to the bottom of the mountain. 

After dropping the remaining ingredients off at the healer’s cottage 
(and being told to return later for the dispel potion), Devon walked 
toward the archery range. He intended to throw some fire darts at the 
target and pretend that Erasmus’ face was on it. 


th hh ob 


Devon woke at dawn, fully refreshed and very rich. The money he had 
made would finance the rest of the adventure. No more working in the 
stables. No more killing goblins for their pocket change. From now on, 
he could afford anything he needed! 

He went to the guild headquarters and challenged the chief to a 
friendly game of dagger-tossing. He lost miserably. He went to the dry 
goods shop and stocked up on throwing daggers, stopped by the 
healer’s cottage to drop off the final ingredients for the dispel potion, 
practiced his climbing on her tree, then headed for the archery range 
for some intense target practice. 


snow Giant 


There were still some parts of the forest left unexplored, and since 
there still was some daylight left, Devon went off. He decided to 
explore the snowy mountains to the south of Erasmus’s Zauberberg 
Mountain. As he climbed the summit, a giant emerged from a frozen 
cave, swishing a great battle-axe at him. The bluish skin told Devon he 
was dealing with a frost giant. 

The giant spoke: “Far from the frost field fares forth this fighter; 
hunger has hurled me hither from home. My name it is known in the 
northlands as Brauggi; barter with blade’s clash or barter with me.” He 
swung the axe skillfully. 
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“What sort of bargain?” asked Devon. 

“Find me some fruit for to mellow my mead horn,” said Brauggi. 
“Gift I will give of a gem that now glows: jewel from Jotunheim, flare of 
the frost flame. Fetch to me fruit that will fill up my fists!” 

It would take a lot of fruit to fill up those fists, thought 
Devon. Since his choice seemed to be to trade some fruit 
for a glowing gem or to fight it out with an axe-wielding 
frost giant, he immediately headed for Hilde’s produce mart. 

Not wanting to insult the giant, he bought 50 apples, 
then returned to the mountain. The giant thanked him with 
another northlander rhyme and a gem that indeed glowed, 
and headed happily back to his northern home. 

By now it was sunset, and Devon went to bed. At dawn, 


+ bh & 
| he beat the weapon master! 


th db ob 


he beat Erasmus at Mage’s Maze! As he had promised, the wizard 
taught him dazzle, then sent him on his way. 


th db ob 


he beat the haughty guild chief at his own game, and managed to win a 
few silvers for himself. 


hh hb b&b 
Devon rested at Erana’s Peace until late in the morning, and swallowed 


some badly needed potions. He needed all of his strength. It was time 
to find out what was in that ogre’s cave. 


Qgre and Kobold Cave 


Devon left the magic meadow and turned to the east. 
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th bob 


He marched up to the ogre, sword drawn. “Surrender, ogre!” he cried. 
The ogre swung his gargantuan club at him, and the battle began. It 
was a long fight— Devon took several serious blows right away. He 
hurt all over—his head was reeling from the impact of the monstrous 
blows on his already battered body— yet he kept fighting, determined 
to destroy the beast or die trying. He drove his sword into the huge 
beast again and again . . . he was losing strength rapidly. Just when he 
thought all was lost, the ogre stopped bashing at him, stared straight 
ahead for an instant, then collapsed. 

Devon immediately searched his pack for potions of healing and 
vigor and drank them eagerly. He felt better, though he still felt as if he 
had just taken the beating of his life. He searched the gory body and 
found a locked chest hidden in the monster’s armor. He pried it open 
with his sword. Inside was a pile of gold coins, which he added to his 
money pouch. 


th db cb 


As he stepped into the ogre’s territory, the beast walked toward him, 
swinging its massive club to crush Devon’s skull. He cast calm. The 
ogre stood still, staring ahead as if in a trance. Devon ran into the cave. 


th hb hb 


Devon attempted to sneak past the ogre, but the monster saw him. 
Luckily, the ogre was very slow, and with some fancy maneuvering, he 
managed to run past the beast and into the cave. 


he hb db 


A bear was in the cave —a big, growly bear, shackled by one leg to the 
rocks. There was something pathetic about the captive animal, 
something that inspired pity rather than fear. Devon took out one of his 
rations and threw it toward the bear. It grabbed the food with its huge 
paw and devoured it hungrily, then sat down, looking fairly content. 
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Taking advantage of the bear’s good spirits, Devon walked past it and 
went deeper into the cave. 

It was dark, except for an eerie glow from the phosphorescent 
fungus growing in the dampness. After his eyes adjusted to the 
dimness, he saw an ugly little creature sleeping near the back wall. It 
wasn’t a goblin, he could tell that right away. He tiptoed up to the 
creature. He wasn’t sure, but he thought the thing might be a kobold. If 
he was right, then this creature was a lot more powerful than it looked. 
He might have left the sleeping kobold alone, but then he noticed the 
brass key hanging around its neck. He had to have that key! 


I 


Devon drew his sword and demanded that the kobold surrender the 
key. It raised its skinny arms. Bolts of lightning shot from its fingertips 
and Devon felt an agonizing burning at his chest. He charged at the 
creature, fighting furiously, until it lay dead on the cave floor. His chest 
felt wet. He looked down—his tunic was red and sticky, and he finally 
felt the pain of the burn the magical lightning had caused. He drank 
another healing potion, and knew that he would need to rest soon. 

He took the kobold’s key, then walked around the cave until he 
almost tripped over something along the back wall. He could see 
nothing. He reached down and felt the shape of a chest. He tried to 
open it, but it was locked. He bashed once at the invisible chest . . . 
bang! An explosion ripped through the air, knocking him off his feet 
and causing his magically healed wounds to hurt all over again. The 
bang also dispelled the chest’s invisibility, revealing the gold and silver 
coins that lay within. He grabbed them, then walked back to the bear. 


th hb hb 


He knew that kobolds were magical, and he realized that the creature 
probably had spells more powerful than his own. He had to prevent the 
kobold from casting. The only way to do that was to distract it. What 
better distraction than a blinding kaleidoscope of lights? First he cast a 
flame dart at the creature, who woke up screaming. He immediately 
cast dazzle. The kobold howled and furiously clawed at the air in front 
of its face. Another flame dart . . . the creature again screamed then 
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looked straight at Devon. Devon gasped — the kobold could see! — and 
he scrambled to cast dazzle again before the kobold had the chance to 
do any casting of his own. Devon alternated between the two spells, 
blinding the creature and then blasting it, keenly aware that his power 
might be depleted at any moment and he would be at the mercy of the 
powerful creature. Finally the kobold burst apart in a rainbow of colors 
and disappeared. Devon grabbed a mana potion and drank it. 

The kobold’s key lay on the cave floor. Devon reached for it. 
Knowing that an intelligent, magical creature like a kobold was likely 
to have something hidden in its lair, he waved his hands around the 
cave to detect magic. The outline of an invisible chest glimmered from 
along the cave wall. He opened the chest from across the room—the 
chest exploded, nearly knocking him down. The blast dispelled the 
chest’s invisibility, and inside lay a pile of gold and silver coins. He 
placed them in his pack and walked out to the bear. 


i 


He sneaked quietly up to the snoozing kobold, carefully removed the 
key from around its neck, and sneaked out. 
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th dh ob 


Devon looked at the kobold’s key and wondered what it unlocked. Free 
the man from in the beast. The voice was that of Erasmus. He looked 
at the lock on the bear’s ankle chain. The key just might fit! 

He approached the now-docile bear and unlocked its chain. The 
bear stood up as if to attack, but then it was bathed in blinding light. 
Devon staggered back. The bear growled, twisting and contorting as it 
metamorphosed into . . . the young man in the faded poster at the 
guild hall. It was the baronet! 

“You have the honor of meeting the Baronet Barnard von 
Spielburg,” announced the young man, as if this were a perfectly 
normal introduction. “We are pleased you broke our enchantment. 
Perhaps our father the baron will reward you, should you ever visit our 
castle.” Then — poof! — he disappeared. 

Devon thought he knew why the kobold had changed the baronet 
into a bear in the first place. He ran out of the cave and into the 
woods, then went to pay his respects to the baron. 


Castle Spielburg 


Devon arrived at the gates of Castle Spielburg late in the afternoon. 
Karl the guard saw him coming and yelled down at him, “You're 
expected!” He raised the gates. 

Devon went to the castle doors. The guards raised their trumpets in 
an inspiring fanfare, and announced, “The baron and baronet await 
you in the great hall.” They opened the doors. 

The tapestries and stained-glass windows of the great hall were 
reminders of the castle’s once-glorious past. Now, the imported tile 
floors were scuffed and chipped; a stubborn grime clung to the plaster 
walls. But the table was laid out with a feast, and the baron had obviously 
tried to make a festive showing of grandeur to welcome the adventurer. 

Devon walked up the carpet to the baron’s great chair and bowed. 

“Words cannot express my gratitude,” said the baron. “Not only 
have you freed the baronet, but you have renewed my hope that the 
curse may be lifted. My son would also like to acknowledge his 
gratitude. Barnard . . .” 
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The baronet sniffed, continued looking straight ahead, and said, not 
very enthusiastically, “Yes, | appreciate your efforts on my behalf.” 

The baron continued, “Please continue your valiant adventures in 
my land. I envision that you will soon earn the title Hero of Spielburg. 
You are expected, of course, to dine with us and spend the night. You 
will receive your reward money in the morning. And please let me 
know how I may further help you in your quest.” 

“Do you know anything of Elsa or the brigands?” asked Devon. 

The baron explained that they knew the brigand fortress was to the 
south. He said he would wipe them out himself, but he did not have 
enough guards. And as for Elsa, he thought everyone knew that his 
little girl had been stolen from him years ago and no one had heard 
from her since. 

Devon turned to the baronet. “How were you captured by the 
kobold?” 

“I rode off one morning with my men in search of monsters. | got 
separated and came across the cave entrance. As I entered, the kobold 
ordered me to get out. I informed it that | was the Baronet von 
Spielburg, heir to the lands and all within. I ordered it to bow before 
me. Then it cast a spell upon me and I remember very little after that.” 

“You don’t remember becoming a bear?” 

“T’'d rather not talk about that,” sniffed Barnard. 

The baron announced that it was time to feast, and after a 
wonderful meal and a good rest at the castle, Devon emerged the next 
morning well rested and 50 gold coins richer. 


oh bh & 
Devon took his money and went to the healer’s, where he stocked up 
on potions of healing and vigor. Then he went to the dry goods shop 
and bought some splendid chain-mail armor. 


th hb b&b 


Devon went to the healer’s and bought many vials of healing, vigor, 
and mana potions. 
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th hb hb 


Devon went to the healer’s and bought more potions of healing and 
vigor, practiced his climbing, then went to the dry goods shop to 
replenish his dagger stock. 


a 


He set off toward the hut of Baba Yaga. After a morning of searching 
(and of fending off wandering monsters), he found it in the northwest 
part of the forest. 

The crude wooden hut of the witch was perched—on chicken legs— 
high up on a rocky ledge. A rickety fence surrounded the area, topped 
with the skulls of the defeated castle guards, their eye sockets glowing 
eerily. He took a step forward. A large skull in the middle the only one 
whose eyes did not glow, he noticed — spoke: “Baba Yaga does not 
welcome strangers. You will have to deal with me.” 

“I want to see Baba Yaga personally,” answered Devon. 

“She is one tough magic user!” said the skull. “If you’re so stupid 
that you want to enter, perhaps we can make a deal.” 

“What sort of deal?” 

“All the other skulls have glowing eyes. But me? No! I don’t need 
lovely glowing eyes! Just open and close the gate — that’s all I’m good 
for. If you can find a glowing gem for my eyes, I'll let you in. Is it a 
deal?” 

Devon thought about the gem in his pack, but was reluctant to give 
it to the skull just yet. “I’m not sure,” he said. 

“No gem, no entry, that’s the deal. The other skulls are Baba 
Yaga’s spies, and so they get glowing eyes, but not me.” 

Devon looked up at the hut perched high above the ground. There 
did not appear to be any way to reach it. It was clear he had no choice 
but to deal with the skull. 

“I just may know where to get such a gem. How do | get into the 
hut?” 

“The hut will squat down for you if you say the rhyme, ‘Hut of 
brown, now sit down.’ But I have to open the gate first. Now, do we 
have a deal?” 

“Yes,” said Devon. He placed the gem inside the skull. 
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“I can see! I have eyes! Yuck . . . is that what you look like? Well, 
good luck with Baba Yaga!” The gate was lowered. 

Devon yelled up at the hut. The chicken legs hopped off the ledge 
and the hut landed with a ground-shaking thud. Devon repeated the 
rhyme the skull had told to him. The hut squatted, and the door opened. 
Devon stepped inside. 

The interior of Baba Yaga’s house was as ghastly as its exterior. A 
huge blue spider sat in its web, watching him. Devon was sure he saw it 
smacking its spider lips. A monstrous bat flapped overhead. He spotted a 
bubbling cauldron nearby, and he suddenly had a bad feeling in his gut. 

The horrible ogress appeared with a flash. 

“Look, pets — we have a visitor,” said the witch, and before Devon 
could react, she cast a spell on him. He was completely unable to 
move, as if he were frozen solid. 

Baba Yaga walked over to the stiff adventurer. “Well, dearies,” she 
called out, smiling wickedly, “what shall we have for supper today? 
Hero sandwiches? Or something more formal? I know . . . frog legs 
fricassee!” Her expression turned suddenly serious, and she said evenly: 
“Hear me, oh powers of Klatha and Mana; turn now my guest into 
species called rana.” 

Devon felt dizzy and giddy, much as he had felt when the wizard 
Erasmus zapped him to the bottom of Zauberberg Mountain. The room 
and everything in it suddenly 
grew grotesquely huge. He 
stared at the witch’s shoe, 
which looked as big as he 
was. The witch bent down, 
picked him up by one leg, and 
held him, still frozen, upside 
down. His arms flopped over 
his head and past his eyes — 
he noticed they were green 
and rather amphibian-looking. 
He wondered what “species 
called rana” meant, and had a 
dreadful feeling that he 
already knew. 

Baba Yaga carried him to 
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her boiling cauldron, dangling him inches above it. The heat was 
intense. He tried to struggle. 

“Be still!” she ordered. “Now, oh-soon-to-be-supper, I don’t 
suppose you have a name?” 

“Yes,” answered Devon, but it came out a sort of croak. He nodded 
his green head. 

“You're the one trying to be a hero, aren’t you? Well, the only 
good hero’s a dead hero, I always say. But I do have a need for a brave 
fool. Are you brave?” 

Devon made affirmative froggy sounds. 

“Well . . . if you're willing to do a teensy favor for me, I might 
reconsider having you for supper. I need the root of the mandrake plant 
that grows in the graveyard. Will you be sweet and fetch me some?” 

Devon croaked that he would. 

“Hear what I say,” intoned the witch, “and hear me right; 
mandrake must be pulled at precisely midnight. This I tell you, this I 
say: return with the root ere the break of the next day. Hear what I say 
and know I don’t lie; bring back the root or else you will die! Shoo!” 
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A moment later, Devon the frog was outside the hut. From a 
distance he heard “Oops, I almost forgot,” then another bizarre spell, 
and he was his handsome adventurer self once again. 


The Cemetery 


He spent the rest of the day practicing his skills. Late in the afternoon, 
he went to see the healer and bought a very expensive unguent of 
undead. He treated himself to a good meal at the inn, left town at 
sunset, and rested at Erana’s until dark. He began the walk to the 
cemetery. 

On the way, a mantray appeared, and Devon dealt with the 
monster in his usual way. 

As he neared the cemetery, he opened the bottle of the unguent. 
The healer had explained that this potion was to be rubbed on the body 
and not consumed. He spread the pungent oil over his body, and felt 
tingly all over. As he drew near the graveyard, a few wayward spirits 
floated about overhead in the forest. A chill went up his spine. He did 
not like dealing with the dead. He took a deep breath, and at precisely 
midnight he entered the graveyard. 

Skeletons and spirits frolicked merrily among the graves and tombs. 
Every instinct told him to turn and run, every bone in his body shook 
with horror. When he realized that the ghosts seemed not to notice that 
he was even there, he visibly relaxed. Apparently the unguent was 
working. He looked around. On one gravestone was written, “Here lies 
Lester Moore; gored six times by a wild boar. No Les no Moore.” 
Another huge tombstone: “Here lies an atheist . . . all dressed up and 
nowhere to go.” Growing out of the grave was the sickening red root of 
the mandrake. He walked up to it and put his hands around it. The 
slimy, poisonous sheen made it slippery, and he had a hard time holding 
onto it. He positioned himself, got a good grip on it, and pulled. As he 
wrenched it free, a piercing scream rang through the cemetery. He ran 
and did not stop until he had reached the hut of Baba Yaga. 

The skull lowered the gate. Devon yelled the rhyme at the hut, and 
it too obediently lowered itself. 

As he entered, Baba Yaga waved her hands at him and sputtered 
another spell, and he again found himself a frozen frog. 
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“Yum, yum, froggie frappe!” said the ogress. “Did you bring me my 
mandrake?” 

Devon croaked a yes. 

“Well,” said Baba Yaga, “where is it? What’s the matter—frog in 
your throat? Guess I'll have to turn you back into whatever it is that you 
were.” She turned Devon back into himself, but he still couldn’t move. 
Baba Yaga searched through his backpack until she found the root and 
held it up triumphantly. 

“Kids, we have it! We have the final ingredient for our greatest 
creation — mandrake mousse. What’s that, kids? We should reward 
him?” She looked disgustedly at Devon. “Very well, ex-frog. I'll let you 
live this time—but next time it’s frog legs for sure! So . . . go!” 

Devon stood outside the hut, this time seething. A frog, indeed! 
Some day he would return the favor. 

He went to Erana’s and slept peacefully until dawn. 


Brutus and Bruno 


The days were growing warmer, and the midday sun felt good on his 
skin. As he neared the archery range, he heard voices coming from 
there. He sneaked up to the side, and saw two unsavory 
characters whispering by the old target. One of them 
was Bruno. 

“So what’s this about, Brutus?” asked Bruno. 

Brutus, the smaller one of the pair, explained: “Her 
Nibs is starting to get suspicious about us. Seems there’s 
a hero wandering around . . . has her leery—she thinks 
he’s going for the gold on her head. Anyway, she’s 
been asking too many questions about us, and the 
laughing jackass’s been leering at me.” He paused. 
“Maybe we should make our move now.” 

“No,” said Bruno. “Let’s wait until he goes first. 
When she’s busy with him, we’ll take over. We’d better 
avoid the ambush and start using the back door in. You 
know where the back door is, don’t you? It’s where the 
bouncer keeps hopping around. You got your key still?” 
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“Yeah,” said Brutus. He pulled out a large brass key. 

“Good. I’ve got the only other one. You’ve got to search the rocks 
for the keyhole — it’s hidden real good. And remember the word.” 

“What word?” 

“The one that makes Fred go away, remember? You have to say 
the word before you open the door, or you'll make Fred mad. You 
don’t want to do that. Just remember that the word is ‘Hiden Goseke.’ 
Got it?” 

“Yeah, I got it,” said Brutus. 

Bruno said he had to get back to the chief, and left. 


th hb hb 


Devon waited several minutes until he was sure that Bruno was long 
gone. As good a fighter as he was, he suspected that Bruno did not 
exactly fight fair. He walked around to the front of the range and 
demanded that Brutus give him the key. 

Brutus pulled his weapon and attacked. He was a worthy 
opponent, but in the end Devon defeated him. 


te dh hb 
Devon silently pulled out a dagger, took careful aim, and felled the 


brigand with one flick of the wrist. If there was anything he hated, it 
was a traitor. He walked around to the front of the range. 


he bh 
Devon silently cast a flame dart at the brigand and felled him with one 
bolt. He had no sympathy for a traitor. He walked around to the front 
of the range. 


th db ob 


He searched the body and recovered the key. 
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The Antwerp and the Brigand Fortress 


When he awakened, Devon was ready to finish the quest: it was time to 
enter the brigand fortress. He searched the southern region of the 
forest until he came upon the “bouncer”—an antwerp. Devon knew 
that the beasts were not aggressive as long as they were left alone; he 
walked past the bouncing monster and searched the rocks carefully for 
the hidden keyhole. He found it and turned the key in the lock, clicking 
it open. Remembering Bruno’s warning, he called out “Hiden Goseke.” 
He could hear Fred lumbering away from the entrance. He opened the 
heavy stone door and entered. 

There was a damp, dark cavern, illuminated to an eerie glow by 
fungus like that in the kobold’s cave. The only sound was the drip, drip, 
drip of water in the damp interior. 

Quietly, he followed the cavern and ended up behind some 
shrubbery, looking down at a creature with the head of a bull and a 
body that was sort of half-bull and half-man. The minotaur! The beast 
paced back and forth, complaining about all the guard duty he had to 
pull. 


Part Qne So You Want to Be a hero 


th db ob 


Devon jumped from behind the bushes and demanded the beast’s 
immediate surrender. The minotaur pulled out his flail and a bloody 
battle was fought. When he was defeated, Devon rested, took healing 
and vigor potions, then searched the body and managed to find, hidden 
in the flail, a pile of silver coins. 


i 


When the minotaur had his back to him, Devon sneaked over to the 
closest wall and scaled it. It was a very difficult climb, and he was 
grateful he had spent so much time practicing on the healer’s tree. 


hb hb & 
Devon calmed the minotaur, then opened the door of the fortress. 


th hb 


Inside, it looked like an obstacle course. Overturned tables and barrels 
littered the room. Archers stood poised and ready to fire from behind 
their fortifications. There was a chasm in the center of the room with two 
bridges over it. The right-hand bridge had double supports and looked 
more solid. He looked carefully at the floor and saw trip wires on both 
sides of the chasm. A rug in the center of the room sagged very slightly 
in the center. Far across the room was the door that he had to reach. 

He planned his route: First, he would dodge to the right, avoiding 
the trip wire and the sagging floor rug, and cross the right-hand bridge. 
Then, avoiding the other trip wire, he would move up through the 
middle of the debris and quickly go through the door on the other side. 


th hb & 
As he ran his zigzaggy course through the room, the archers fired 


furiously at him, but most of the arrows bounced harmlessly off his 
chain mail. 


73 


Quest for Glory The Authorized Strategy Guide 


th hb hb 


He dazzled the archers, blinding them long enough to run his course 
through the room. 


th hb ob 


He managed to hide from the archers as he sneaked through the room, 
but they saw him as he reached the door on the other side. 


th hb ob 


Luckily, the windowed door was unlocked and he quickly went through 
it, barring it from the other side just as three brigand guards reached it. 
Devon surveyed the room. It was a sort of meeting room, with tables 
and chairs, and with many doors. He looked back out the door through 
which he had come. The three guards were walking to the right. 

Devon realized they would soon be coming in through the far-right 
door, and he quickly pushed a chair in front of it to block it. As he did 
this, three more brigand guards rushed through the far-left door. They 
ran at him behind the large main table at the back of the room. When 
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they were almost upon him, he grabbed the closest thing he could 
find—a large candelabra—and threw it into their path. They ran 
around to the front. Devon leaped upon the table, grabbing a rope 
that held up an enormous chandelier. He leaped off the table, and, 
swinging from the rope, he bowled over the brigand guards, then let 
go of the rope. The chandelier crashed to the ground, pinning the 
guards underneath it. Devon ran through the door on the back wall. 


Yorick’s Room 


Devon found himself in a very crazy room. The floor was a twisting 
maze of boards seemingly floating in midair. There were doors of all 
sizes and shapes. Against the back wall sat a large person, dressed in 
wizard garb, underneath a hand-painted sign that displayed the word 
“ME” and an arrow pointing straight down at his head. 

Not more silliness! thought Devon. “Yorick!” he called. 

“You know me? Then perhaps you can take the child from the 
band,” said Yorick. “Alas, poor Yorick! I know me well.” 

“What happened to Elsa?” asked Devon. 

Yorick explained that it had taken him two years after the 
disappearance of Elsa before he finally found her among the brigands. 
She was under a spell that had caused her to believe she was the child 
of one of the brigands. Yorick posed as her wizard as Elsa organized 
“these rogues from a bunch of thugs to first-class raiders.” 

“Elsa doesn’t know who she is—that’s part of the enchantment,” 
said Yorick. “I borrowed a magic mirror from a friend, but it only works 
on spells being cast directly at you. I guess what she really needs is 
some sort of dispel potion. She’s planning to move the band from the 
valley as soon as the snow clears. I know that if she does 
that, she’ll never be un-enchanted.” 

Devon said that he had a dispel potion. 

“You must splash the potion on her as soon as you 
can, or she’ll skewer you for sure!” 

“Where’s the mirror?” 

“The mirror? I think I left it on the desk in Elsa’s 
office,” said Yorick. 

Devon looked around the crazy maze he was in. 
“What’s with this room?” he asked. 
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“This room is my way of keeping the brigands from bothering their 
leader. I designed it myself. This place has people rolling in the aisles!” 
Yorick giggled wildly. 

Devon tried to get through the room but everywhere he turned, he 
either fell through a trap, ended up rolling madly down one of the 
aisles, or found himself somewhere he thought he wasn’t. Yorick 
laughed maniacally the whole time. 

After countless frustrating attempts, he found the way through the 
room. First he stepped through the left door, which somehow 
transported him to the northeast corner of the room. He walked 
through the right door, ending up on the left-hand platform. He pulled 
the chain and went back through the opening to the platform. He then 
went through the northeast door, tried to open the northwest door 
(jumping out of the way just before it crashed to the ground), then 
opened the door behind it. 

At last! The end to this insanity! 


The Brigand Leader's Room 


Devon stepped into the dimly lit office of the brigand leader. The first 
thing he noticed was that the room was filled with treasure —huge 
chests overflowed with it; piles upon piles of stuff covered every bit of 
available floor space. He almost didn’t notice the leader sitting behind 
the cluttered desk, full helm hiding her face. She jumped up and drew 
her sword. Devon grabbed the dispel potion and immediately splashed 
it on her. Moments later, the leader of the brigands was replaced by the 
beautiful Elsa von Spielburg. 

“I used to wish I was not a brigand’s child,” said Elsa, “but actually 
an enchanted princess. Thank you for helping me. I’ve got to hurry 
home to Father and get his guards to capture the gang before they 
escape with the rest of the treasure! 

“Yorick!” she called. “It’s me again!” Yorick appeared by her side. 

“Yorick and I can return to the castle with this amulet — you'll have 
to go on your own. Take these healing potions. Use the secret passage 
out.” Elsa grasped her amulet and the two disappeared. 

Devon heard banging and yelling from behind the door. The 
brigands would soon be in the room. He grabbed the mirror from the 
desk and ran out through the secret passage. 
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The End of Baba Yaga 


Come a hero from the east; free the man from in the beast; bring 
the child from out the band; drive the curser from the land. 

Devon had one more thing left to do. He marched up to the hut of 
Baba Yaga. 

“Do you really want to go in there?” asked the skull. 

“Just lower the gate,” said Devon. The skull obeyed. 

As Devon entered the hut, the old witch looked at him, surprised. 
“You again?” she asked. “Powers that rule over regions soggy, change 
this creature back into a froggy.” 

Devon whipped out the magic mirror and held it in front of him as 
Baba Yaga finished her spell. A dazzling ray of magical light left her 
fingertips, bounced off the mirror, and zapped back at her. 

The witch immediately shrank into the ugliest frog Devon had ever 
seen. 

“How dare you! I'll, I'll. . . oh, what have you done to me?” 
screeched the ogress. “ Hear me, Oh elements of air and wind; give me 
the power to save my own skin!” 

Devon was transported outside the gate. The hut sprouted huge 
chicken wings and flap-flapped away. 
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The Hero of Sspielburg 


Everyone came to the party at the castle that the baron threw for the 
new Hero of Spielburg. Afterwards, Abdulla Doo, the Kattas, and 
Devon soared off on Abdulla’s magic carpet to the faraway land of 
Shapeir. 
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General Hints and 
Quick Walkthrough 


Quest for Glory I is an adventure role-play game. As you lead your 
character through the game, you will encounter several mysteries and 
puzzles. Solving these will help your character acquire the objects and 
skills necessary to win the game and become the “Hero of Spielburg.” 

As you play, be sure to save your game often. The game allows you to 
save several games at once under different filenames. Take advantage of 
this. When in doubt, save under an alternate name in case you want to 
return to an earlier save and try something again. 

It is possible to play through the game by skipping many of the 
activities described here, but keep a few things in mind before you get too 
impatient. For one thing, you get game points for practically everything 
that you do, which the game keeps track of for you. It is possible to win 
the game with a low game score, but then you’ve missed a lot of the fun. 
More important, your character’s skills are improved by engaging in most 
of these activities. For example, the more a fighter works in the stables, 
the stronger he will be; the more a thief sneaks around, the more stealthy 
he will be; and the more spells a magic user casts, the stronger his magic 
will be. It is a good idea to practice your character’s main skills every day 
to bring him to his full potential. Remember —you’re going to take this 
guy to Shapeir in Quest for Glory II. 

Here are a few tips that will help your character become a hero. 
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Character Tips 


General 

e Talk to everyone you meet and get as much information from them 
as you can. 

¢ Practice your skills every day. 


e Keep your character healthy and fit. Buy potions of healing, vigor, 
and, for magic users, mana from the healer as soon as you can 
afford them. Drink them whenever health, stamina, or magic points 
are getting low. Sleep at Erana’s Peace and eat the fruit. Rest 
between encounters. 


e Pick up only what you need—excess weight will slow your 
character down. 


e In the beginning, you may have to run away from tough encounters 
until your character’s skills improve. 


e Time passes in the game just as in real life, and your character has 
to sleep. Check the time often, and spend the night somewhere 
safe, such as the inn, Erana’s Peace, the hermit’s cave, or the 
stables. 


e Save your game often! 


Fighter 
¢ Work in the stables to build strength. 


e Practice with the weapon master and fight monsters whenever you 
can to improve your combat skills. 


e Buy heavy chain mail at the dry goods shop as soon as you have at 
least 500 silvers and are strong enough to carry it (it weighs 35 
pounds). 


Magic User 


¢ Get all eight available spells as soon as you can and practice them 
often. 
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e Avoid tough monsters by casting calm and running away. 


e Zap your weapon before entering combat. Use flame dart from a 
distance whenever possible. 


Thief 
e Sneak through the town at night and pick the locks. In fact, sneak 
everywhere you go to improve your stealth and avoid trouble. 


e Practice climbing often. Probably the easiest place to do this is the 
healer’s tree. 


e Practice throwing daggers at the archery range south of town or at 
the thieves’ guild headquarters. 


e Fight from a distance by throwing daggers whenever possible. 


Quick Walkthrough 


The following walkthrough is intended to help you solve the various 
puzzles in the game efficiently and effectively. This is by no means the 
only way to play through the game; it is designed simply to serve as a 
guide. Don’t be discouraged if it takes your character several more 
“days” to complete the quest. Some of the activities can be tricky. 

Included here are suggestions as to what to ask the different 
characters your character will meet. Remember that you should always 
ask these characters as much as you can—the suggestions below 
highlight the more important topics of discussion. It is not necessary to 
solve all of the puzzles or engage in all of the activities available to your 
character in order to win the game. 


Day 1 

The Sheriff 

Sheriff Meistersson and his deputy hang out on the courthouse steps 
just inside the town gate. The sheriff is a good one to talk to about the 
town and the surrounding valley. Be sure to ask him about the 
merchant, Otto, monsters, and the brigands. 
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The Hero’s Tale Inn 

Next to the courthouse on Main Street is the town inn. Sit down and 
talk to Shameen, the feline Innkeeper. Ask him about food and a room 
for the night. Order and pay for a meal. Ask Shameen and Shema 
about the merchant about the robbery and the lost wealth, and about 
their homeland. 


The Magic Shop 

Farther up Main Street is the magic shop. Zara, the owner, will appear 
when you walk up to the counter. Talk to her about magic, the town, 
the valley, Erana, Baba Yaga’s curse, and Erasmus. Magic users will 
want to ask Zara all about the ways of magic and power, and can 
purchase these spells from the shop: fetch, open, and flame dart. Get 
fetch first — you will be able to use it later at the healer’s cottage. Open 
will allow you to gain another spell from the magic meadow; flame 
dart is a good combat spell. Remember to practice your spells as often 
as you can to improve your magic skills. 


The Adventurer’s Guild Hall 

Visiting the guild hall is a must for any budding adventurer. It is located 
at the end of Main Street. Be sure to sign your name in the Book of 
Adventurers, read all of the notices on the quest board at the back of 
the room, and talk to the snoozing guild master. Ask about monsters, 
the baron and his children, and heroes. 


The Farmers Mart 

Hilde’s produce cart is located at the beginning of Market Street, which 
runs north of Main. Ask her about the brigands and about her produce. 
(Later in the game, you will need to buy 50 apples from her.) 


The Dry Goods Shop 

Buy rations here. Ask the shopkeeper about the equipment he has for 
sale. Thieves should buy an extra throwing dagger. The chain mail is 
very heavy and expensive. Fighters will eventually be able to purchase it 
once they have earned enough money and built up their strength. 
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The Alley at Town’s End 

The end of Market Street is known as Town’s End, and comprises the 
bakery and the butcher shop (both closed for business), the tavern, and 
the alley. Enter the alley during the day. Give enough coins to the 
beggar to keep him talking. Ask him about brigands and thieves, about 
work, and about the night. He will tell you about a job. Heed his 
warning about Dragon’s Breath. 


Hero’s Tale Inn at Night 

At sunset, return to the Hero’s Tale Inn and talk to the merchant 
Abdulla Doo. Ask him all about the robbery, the brigands and their 
cohorts, and his homeland. Buy him dinner. Sleep at the inn. 


Day 2 

The Healer’s Cottage 

To get to the cottage, exit through the town gate and go north. Knock 
on the healer’s door. Remember the notices on the quest board. Ask 
her to explain all about the spell components. Look for them 
throughout the game—the healer will pay money for them. Later in the 
game (after you've talked to the dryad), you will be gathering 
ingredients to give to her to make a special potion for you. Ask her 
about her pet and her ring. 

During the course of the game, buy potions of healing, vigor, and if 
you are a magic user, also buy mana potions. Drink these as you need 
them. You will eventually need to buy an unguent of undead from her 
as well. 

To find her ring, look for it right outside her cottage. It is in the 
tree, in the nest of the pterosaur. A fighter should pick up rocks from 
the ground and throw them at the nest until he knocks it down; a magic 
user will cast fetch to bring the nest to him (or knock it down with 
flame darts); and a thief will climb the tree and take the ring from the 
nest (or throw rocks at it). All of these activities require some skill and it 
will take several tries. 

Return her ring to her and she will give you a generous reward and 
a special surprise. 


83 


Quest for Glory The Authorized Strategy Guide 


The Castle Courtyard and Stables 

Continue north from the healer’s cottage to the castle of Baron von 
Spielburg. Talk to Karl, the guard at the gate. Ask him about the 
brigands and cohorts, the baron and his family, the curse, and a job. 
The weapon master can be found in the courtyard every morning (you 
may need to walk to the castle doors before he will appear). Fighters 
will find that he provides valuable instruction in swordsmanship. Try to 
practice with him every day until you can beat him. Always rest or drink 
a vigor potion afterward. Work in the stables (east of the castle doors) 
for money and to build up your strength. You can spend the night 
there. 


Day 3 
Work in the stables again. Fighters should practice with the weapon 
master. 


The Farm 
Go to the farm due west of the healer’s cottage. Ask the centaur 
farmer all about his experience with the brigands. 


The Fox 

Go back to the town gate, then walk east along the path that leads out 
of the valley until the road ends. Turn around and head back to town. 
On the way, you will find a fox. Free him from the trap and he will give 
you some advice and tell you to talk to the dryad. 


Into the Woods 

Now is the time to enter the woods and possibly to encounter a 
wandering monster. Fighters will march forth ready to slice away at 
anything that gets in their way; magic users should zap their dagger 
and be prepared to run away if a battle is too tough (later on, magic 
users will acquire the combat spell flame dart, and the defensive spell 
calm, which temporarily puts their opponents to sleep); thieves should 
sneak through the woods and try to hide from monsters (if combat 
cannot be avoided, throw daggers at monsters whenever possible, and 
be prepared to run away). If you manage to kill something, always 
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search the body—some monsters carry treasure. Check your vital 
statistics and drink potions if you need to. 


Erasmus 

Zauberberg Mountain, home of Erasmus the wizard, is northwest of the 
healer’s cottage (go one screen east, two screens north, then one 
screen east). Ignore the signs and climb the mountain. Answer the 
gargoyle’s questions correctly or you will find yourself back at the 
bottom of the mountain. If this happens, start over. 

Once inside, look around the parlor, but to be safe, don’t touch 
anything. Climb the stairs and meet Erasmus the wizard and Fenrus the 
rat. Put up with the bad jokes and find out as much as you can about 
Baba Yaga, the curse and countercurse, the magic mirror, and wizards. 

If you are a magic user, Erasmus will offer to play a game called 
Mage’s Maze with you. Later in the game, after you have trigger, flame 
dart, open, and fetch, return to the house and play the game. Be sure 
your magic power is at full strength. You will probably have to come 
back and play several times before you win, but when you do, Erasmus 
will teach you a powerful spell called dazzle. 


Bruno 
Bruno the thief hangs out at the town gate for several hours every day. 
Give him money and ask him questions, but just remember that he lies. 


The Tavern 

The tavern at Town’s End is an interesting place to visit. Read the note 
under the barstool (you may want to return another time to see if there 
are any more). Thieves: the thieves’ guild is in the basement. Optional 
things to do: talk to the butcher and the baker, order an ale. Avoid 
Goblin Sweat and Dragon’s Breath. 


The Alley at Night 

After dark, there is a glow emanating from the back of the alley. 
Fighters and magic users, ignore it and leave. Thieves, enter the alley. 
Show your lock pick to the thugs that jump at you. They will give you 
the thieves’ guild password (schwertfisch). 
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Thieves Guild 

Give Crusher, the goon in the tavern, the password and enter the 

thieves’ guild. Join the union. Later in the game, you can buy a tool kit 

here (when you have the money — ask Boris about it), fence your stolen 

goods, and play a friendly game of dagger-tossing with the chief. 
Thieves should spend the rest of the evening practicing their lock- 

picking on the shop doors. 


Day 4 

Erana’s Peace 

This magic meadow is due north of town. Sleep here as often as you 
can and eat the fruit from the tree. Pick two bunches of flowers to sell 
to the healer (you can return and do this several times during the game 
for extra cash). Magic users: once you have purchased open, cast it on 
the rock. Inside, get the calm spell. 


The Dryad 
Look for the dryad in the west. To get there, go south from the town 
gate until you see a hollow purple branch in one of the trees. Turn and 
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travel west until you come upon a white stag. Follow him to the dryad’s 
tree. Answer yes to her question. She will ask you to get a spirea seed 
for her. 

After you get the seed, you will return here and give it to her. She 
will give you important information about Elsa. She will tell you to bring 
a magic acorn (which the dryad will give you), flowers from Erana’s 
Peace (if you haven’t already done so), green fur, flying water, and fairy 
dust to the healer, who will make a potion that will dispel Elsa’s 
enchantment. 


The Mushroom Ring 

The mushroom ring is at the northeast corner of the dryad’s screen. 
Enter the ring only during the day. Pick 12 mushrooms to sell to the 
healer later. 


The Goblin Hideout 

Two screens north of the mushroom ring is the goblin’s lair. You can 
avoid it, or can return as often as you wish to practice combat (and get 
extra cash). Each time you return, however, the number of goblins you 
encounter will increase by one. 


Seed Spitting Spirea 

From the goblin hideaway, turn east two screens, then head due north 
until you come upon the bright red flowers spitting a seed back and 
forth. To get the seed, fighters must throw rocks at it while it is in 
midair to try to knock it down; magic users should cast fetch at it in 
midair; thieves can climb the center rock and grab for it when it comes 
near the center flower (or they can throw rocks). All of these require a 
great deal of skill and you will probably have to try many times before 
you get it. 

Spend the night at Erana’s Peace. 


Day 5 

Now is a good time to sell your mushrooms and flowers to the healer. 
Buy potions if you can. Magic users should buy flame dart; thieves can 
purchase extra daggers. Thieves should have almost enough money at 
this point to buy the tool kit. 
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Spend the rest of the morning practicing your skills, then take the 
seed to the dryad and learn about the dispel potion. 


The Meeps 

The meeps are found one screen north, then due west of the 
mushroom ring. Talk to the green one. Ask him for some green fur and 
ask about magic. He will toss to you some of his fur and a scroll of 
detect magic (only magic users will be able to read it). 


The Flying Falls 

What better place to get flying water than Flying Falls? You will find 
them due east of the purple hollow branch that is in the forest south of 
town. Collect some of the water in an empty flask. 

Henry the hermit lives in a cave hidden high in the cliffs next to the 
falls. Fighters, throw rocks at the door until he comes out and shows 
you the invisible ladder; magic users, cast detect magic to find the 
invisible ladder; thieves, just attempt to climb the face of the cliff and 
find it surprisingly easy. Climb the ladder and knock on the door. Move 
to the right so you don’t get knocked off the ledge. Go inside the cave 
and ask the hermit about the warlock and the trigger spell. He will give 
you the trigger scroll (which only magic users can read). This is a safe 
place to sleep if you are so inclined. 


Mirror Lake 
It is south of the falls. Go and look at the lake—twice. 


The Fairy Ring 

After dark, return to the mushroom ring and discover the fairies. Dance 
for them. Do not step inside the ring. Ask for fairy dust (be sure you 
have an empty flask first). Fighters and magic users should go and sleep 
in the magic meadow. 


The Houses of the Sheriff and the Little Old Lady 

Thieves only: Buy a tool kit and use it to break into the houses in town. 
The sheriff's house is next to the dry goods store. Inside, open the safe 
hidden behind the portrait of the sheriff and his wife. Take the silver. 
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Grab the music box, the vase, and the candelabra. Search the desk for 
more silver. 

The house of the little old lady is next to the magic shop. Feed her 
cat, but don’t invade its space. Search her purse, knitting basket, 
couch, and dresser drawers. Take the candlesticks. 

Fence the stuff at the thieves’ guild, then go to bed at the inn. 


Day 6 
Spend the morning practicing as usual. Magic users finally have all the 
spells they need to play Mage’s Maze with Erasmus. Don’t be 
discouraged if you lose—go back another day. 

Bring all the ingredients that you have gathered to the healer and 
get the dispel potion from her (you will have to return for it). 


The Frost Giant 

Investigate the mountains due east 
of the healer’s cottage. Talk to the 
frost giant, Brauggi. Ask him about 
himself and his land. He offers you 
a deal (and you had better accept). 
Go to Hilde’s produce stand and 
buy at least 50 apples. Give them 
to Brauggi. He will give you a 
glowing gem that you will need 
later. 


Day 7 

Practice, practice, practice. With any luck, this could be the day you 
beat the weapon master (fighters), Erasmus (magic users —if so, spend 
the morning practicing your new spell), or the chief (thieves). 


The Ogre/Kobold Cave 

Due west of the entrance to Erana’s Peace is a cave guarded by an ogre. 
Fighters, once you are strong enough, fight and defeat the ogre; find the 
chest on him, force it open with your sword, and take the coins and enter 
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the cave. Magic users, cast calm on the ogre and run into the cave. 
Thieves, luckily the ogre is slow —just run around him into the cave. 

Inside is a bear shackled to the rock. Feed him some rations and 
continue farther into the cave. In the back is a sleeping kobold. This is a 
very tough monster—don’t try to deal with it until your skills are very 
high. Fighters, fight with it and take its key; search the cave and find the 
invisible chest near the bottom of the screen; force it open with your 
sword (be sure your health is more than 20 —the chest is booby-trapped) 
and take the cash. Magic users, alternate between blinding it with dazzle 
and firing flame darts at it to prevent it from casting at you; cast detect 
magic to find the invisible chest, trigger to detonate the trap, and open 
to open it; take the cash. Thieves, sneak up on the snoozing monster and 
slip the key from around its neck, then just leave. 

Use the key to unlock the bear’s chains. Surprise! Go to the 
castle —the baron will be expecting you! Enter the castle and ask the 
baron about the brigands, Elsa, and Yorick. Ask Barnard how he ended 
up in the cave. You will be expected to spend the night. Collect your 
reward for rescuing the baronet. 


Day 8 
Stock up on potions. Fighters, buy the chain mail at the dry goods store. 


Baba Yaga 
Go visit the old hag. Her hut is due north of the goblin hideout. The 
skull guard will try to make a deal with you. Ask him how to get into 
the hut (especially the rhyme). Give him the glowing gem. When the 
gate lowers, yell at the hut. Recite the rhyme (“Hut of brown, now sit 
down”). Enter the hut. She will make a deal that you literally can’t 
refuse (keep answering yes to her questions). 

She will want you to return before dawn (don’t be late!) with the 
root of the mandrake plant that grows in the cemetery west of town. 

Buy an unguent of undead from the healer. Explore and practice 
your skills for the rest of the day. Approach the cemetery in the middle 
of the night. Rub the unguent on yourself. Enter the graveyard and pull 
out the red root. Bring it to Baba Yaga, then sleep at the magic 
meadow. 
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Day 9 


It is time to complete the game. 


The Antwerp 

The bouncing antwerp will leave you alone if you leave it alone. Find it 
due south of where you first saw the white stag. Search the rocks for 
the keyhole to the brigand fortress. 


Brutus and Bruno 

At midday, sneak up to the side of the archery range south of town and 
eavesdrop on the two scheming thieves (if you are too late, try again 
the next day). Be sure to stay hidden—Bruno can kill you with one 
flick of his dagger. Learn about the secret entrance to the brigand 
hideout (Brutus has a key) and about the phrase (“Hiden Goseke”) that 
will keep Fred away. After Bruno leaves, wait several minutes. Fighters, 
go around and fight Brutus; magic users, throw a flame dart at Brutus 
from your hiding place; thieves, throw daggers at Brutus from your 
hiding place. Take the key. 


The Brigand Fortress 
This entire encounter is very tricky. Save your game often. 

Use Brutus’ key to unlock the hidden door. Call out “Hiden 
Goseke” (otherwise, you will find yourself face to face with a troll; 
fighters may want to attempt to fight the monster, but it is extremely 
hard to defeat). Open the door and enter the passageway. 

At the end of the passage, you'll see a minotaur guarding the 
fortress entrance. Fighters, fight and defeat the tough guy, search him, 
then force open the gate; magic users, calm him, then quietly open the 
gate; thieves, sneak to the wall and climb over (you have to be very 
skilled at climbing—at least 75 points). 

At this point, archers are ready to fire arrows at you as you attempt 
to cross the barricade. First, look carefully at the floor and find the two 
trip wires (now you can avoid them). Thieves, sneak through the next 
part and the archers won’t see you; magic users, cast dazzle to blind 
them as you go through; fighters, you will be fired at, but your chain 
mail will protect you. Take this route: Go around the barrier to the 
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right, go across the right bridge, go through the center aisle, and stand 
by the far-right door. 

This next part requires perfect timing (save your game before you 
try it—you will probably have to try several times). First, go through the 
door, then shut it behind you. Stand there while the three brigand 
guards look at you through the window. As soon as they leave, run 
over and push the chair in front of the right door. Turn and push the 
candelabra in front of the brigands 
rushing through the door on the left. 
When they go around the table, leap 
onto the table, grab the rope to the 
chandelier, and swing to the left side 
of the room. Go through the door in 
the back wall. 


Yorick’s Room 

Talk to Yorick and ask about him, 
Elsa, and the magic mirror. To get 
through the room: Step through the 
left door, walk through the right 
door, pull the chain, go through the 
northeast door, try to open the 
northwest door (jump into the open 
doorway on the left) then open the 
door behind it. 


The Brigand Leader 

As soon as you enter the room, throw the dispel potion on the leader. 
Elsa and Yorick will leave. Immediately grab the magic mirror and 
escape through the secret door to the far right. 


The End 
Go back to Baba Yaga’s hut. Use the magic mirror on her before she 
can turn you into a frog. That’s it! 
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Introduction 


The magic carpet soared above the snowy mountains south of Spielburg. 
Devon looked back at the valley where he had encountered frost giants 
and brigands, ogres and kobolds, and the powerful Baba Yaga; where he 
had removed a curse from a baron and exchanged jokes with a rat. In 
only a few weeks, he had grown from correspondence school graduate to 
the hero of Spielburg, and now he was flying on a rug with his good 
friends Shameen and Shema, piloted by Abdulla Doo, towards the exotic 
southern desert city of Shapeir. It was just a little overwhelming. 

The trip was long, and the nights were dark and cold—the freezing 
wind made sleep almost impossible—but each day grew warmer the 
farther south they flew. Finally, the mountains were replaced with a vast 
desert. In the distance, a city shone like a jewel in the sand. The Kattas 
scrambled to the edge of the carpet; Shema cried out with joy. 

They had arrived at Shapeir. 
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The Gate Plaza 


The Kaftta’s Tail Inn 


“Is it not amazing how quickly we have set up this inn?” asked Abdulla 
Doo. Devon had to agree, although he smiled at Abdulla’s uncanny 
ability to skew reality. They had arrived in Shapeir several days ago, 
and had spent the time beating stubborn desert dust out of the 
draperies and rugs and transforming the inn back to its original 
splendor —the way it had been before Shameen and Shema’s fateful 
trip with Abdulla’s doomed caravan to Spielburg. Through it all, 
Abdulla managed to find errands to run whenever the really tough jobs 
were to be done. 

But the inn was finally open again, customers sat at the low tables, 
and the wonderful aroma of exotic spices and Shema’s cooking filled 
the senses. Handsome Shameen presided over it all on a great satin 
cushion just inside the door. It was as if the Kattas had never left. 

“The Katta’s Tail Inn will again be the center of Shapeir 
entertainment,” said Abdulla. “Where else can one watch Shema 
dance?” Devon was only half-listening. He was marveling at how 
comfortable the inn was compared with the sweltering heat outside, 
and was looking forward to a good rest. 

“You know you will always have a place to stay and eat in Shapeir,” 
Abdulla was saying. “Shameen, Shema, and I cannot thank you enough 
for helping us recover our stolen treasure. It is good to be back home 
even though I have troubling news. My old friend Arus al-Din, the Emir 
of Raseir, is missing.” 

The daydreams of rest faded away. “Where is Raseir?” asked 
Devon. 

“It is our sister city, separated from Shapeir by the desert. It is said 
that the fountain runs no more, and the city’s soul has shriveled like a 
raisin.” 

Devon asked about the Emir. “Arus was the kindest of men,” said 
Abdulla, “quick to hug and call you brother, but I must admit he was not 
very brave.” 

“What else can you tell me of Arus?” 
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“He was a generous and friendly man, and Raseir was a place 
worth living. Now Arus is lost, his brother sits on his throne, and Raseir 
stagnates.” 

The aroma from the kitchen made Devon’s mouth water and he 
ordered breakfast. 

Shema arrived within moments, setting down plates of food and 
mugs of a wonderfully aromatic herbal tea. “I have heard so much of 
your dance,” Devon said to her. “I look forward to seeing it.” 

“At one time, it was to ready our people for battle, and...ah... 
for fertility,” purred Shema. “Now it is only for fun.” 

“Tell me something of Shapeir,” Devon said to Abdulla between 
bites of honeyed bread. 

“Shapeir may be plagued with elementals and djinns, but this city 
will ever stand as long as there are heroes.” 

“Elementals and djinns?” 

“Elementals are magic things that can destroy us all. And djinns are 
magical beings, huge monstrous creatures of power capable of tearing 
a man limb from limb, although I have never personally experienced 
this.” 

Why was it that the conversation kept coming back to evil news? 
“What did you do with the magic carpet?” 

“I have given it to the sultan, and in return he has made me very 
wealthy.” 

When Devon asked about the sultan, Abdulla’s eyes lit up. “The 
other day, I was talking to the sultan, Harun Al-Rashid (may he live 
forever!). He thanked me for my gift of the flying carpet and 
complimented me upon my courage in fighting against those vile 
brigands of Spielburg. He mentioned that there might be a need for a 
hero around here soon. The sultan must have talked to the astrologer.” 

Devon stopped chewing. “The astrologer?” 

“He is a very important man; he can see the future in the stars. 
You should go to him and find out your fortune, for is it not written: ‘A 
man should know his fate.’ His house is at the end of the Tarik of 
Stars.” 

Finished with his meal, and anxious to see for himself the desert 
city he had heard so much about, Devon bid his friend good-bye, stood, 
and left the inn. 
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The fierchants and the Gate 


Outside, the arid heat was like a metal worker’s furnace. The sun 
reflected brightly in the intricate tiles of the plaza, and for a moment 
Devon was blinded. 

“You!” someone yelled. Devon squinted in the direction of the 
voice. “You justa in luck! I gotta everything you need right here. I gotta 
map, I gotta compass, | gotta souvenirs of Shapeir for all your friends.” 
As Devon’s eyes adjusted to the glare, he saw a small merchant stand. 
The name Alichica was emblazoned on the front, and an excited little 
man was smiling at him. 

“Why do I need a map and compass?” 

“How you think you going to find yourself without a map? Only 
one dinar. With a compass you always know which way you going. 
How many people you meet know that? Also one dinar.” 

The magic carpet ride over the city had shown Devon that Shapeir 
was laid out like one big maze. Maybe buying a map and a compass 
was a smart idea. He offered his Spielburg gold coins, but Alichica 
shook his head. “You have to see the money changer,” he said. She 
lived across town, and Alichica proceeded to give the most confusing 
directions known to man. 

Before embarking on the quest to exchange his money, Devon 
explored the rest of the small plaza. Along one wall, a Katta sat on the 
ground, coaxing a serpent from its basket with his hypnotic music. 
There was Lisha, the flower merchant, who told him that the money 
changer lived at the end of Dinar Tarik. At least he knew to what street 
Alichica’s crazy directions would lead him. 

The south wall of the plaza held the massive gates to the city. 
Devon approached the guard, who immediately recognized him from 
his grand arrival on the flying carpet. “Most people come by caravan,” 
the guard said. 

“Is that how to get to Raseir?” 

“You want to go to Raseir? Well, there is a caravan leaving in 16 
days.” 

Devon looked out at the endless sands of the desert. The guard 
warned him not to consider exploring the desert unless he was fully 
prepared. “One must never travel in the desert without water. You will 
need to buy a waterskin from one of the merchants. You will need a 
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compass, food, and most important, you will need a good riding 
saurus.” 

“Saurus?” 

“The riding sauruses are over there,” said the guard. Just outside 
the city walls stood a corral filled with sauruses, the same giant lizards 
that had tried to tear Devon apart in the valley near Spielburg. “They 
are intelligent and brave,” the guard assured him, “willing to obey the 
slightest commands. They will take you wherever you wish and come to 
your aid against monsters. They will always find their way back here 
from the desert, so you will never get lost. The seller will be here 
tomorrow. Perhaps you can purchase one then.” 

He doubted he would ever want to actually own one of the beasts, 
but Devon thanked the guard anyway. He returned to the plaza and 
continued through the northern archway and into the twisting streets of 
Shapeir. 


The fiioney Changer 


Flustered and frustrated after many false starts and wrong turns, Devon 
finally found Dinarzad, the money changer. He exchanged his money 
for the ornate golden dinars and brass centimes that made up the 
currency of Shapeir. 


th hb b 


Devon noticed the healthy cut that Dinarzad took for herself. He subtly 
made the thief’s secret sign that had been taught to him back at the 
Spielburg Thieves’ Guild. 

“So,” said Dinarzad, “you are a jackal among goats.” Devon 
guessed that was meant as a compliment. “This could be the start of a 
beautiful relationship. Come back tomorrow evening if you are 
interested in doing me a little favor. It could be to our mutual benefit. 
Come fully equipped —the proper tools . . . a little oil . . .” 

“Oil?” 

“Oil is to loosen locks, relieve squeaky hinges, and make other 
things slide smoothly.” 
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He went back to Alichica and bargained for the map and compass, 
getting a much better price. Studying the new map, he saw just how 
large and complex the city was. There were four main plazas: The Gate 
Plaza, where the Katta’s Tail Inn was located, was at the southernmost 
part of the city. It was named for the great southern gate that led out 
into the desert. The Fountain Plaza lay due north. Abdulla had spoken 
of the fountain of Shapeir as being the life of the city, and had hinted 
that it was magical. The Plaza of the Fighters was far to the west of the 
fountain. The Adventurer’s Guild, if there were one, would be there. 
And finally, in the eastern section, there was the Plaza of the Palace— 
the palace of the sultan. 
Using his map, Devon headed for the Plaza of the Fighters. 


The Fighter's Plaza 


In the bustling fighter’s plaza, a bellows hung above the door of the 
town’s weapon shop. Two Katta merchants kept their stands in the 
bright courtyard. From Kiram, the clothing merchant, Devon bought a 
sturdy cloth bag. Mirak sold all types of dyed saurus leather, “but the 
thing I sell which everyone in this land needs most is a waterskin. One 
waterskin will hold enough water for one day’s journey into the desert. 
You can fill it in the fountain. It is often the only thing between a 
person and certain death.” Devon bought two. 

At the plaza’s west end were the double wooden doors of the 
Shapeir guild hall. 


The Guild fall 


Lying regally on a carpet outside the hall was an imposing individual, a 
cross between man and lion. Devon had heard of liontaurs, and knew 
that they were a proud and noble race. He introduced himself, 
explained to the liontaur why he had come, and asked his name. 

“My name is Rasha Rakeesh SahTarna. I am called Rakeesh. The 
sultan summoned me to Shapeir to aid against the dark magic that 
hovers near this city. I fear though that I am not the hero I once was.” 
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“What sort of dark magic?” 

“T really don’t know.” 

“Do you know anything about what is happening in Raseir?” 

“The rumors from Raseir are that laws have become more 
important than men, and that it has become a crime to think. Few go 
there now, and even fewer return.” 

Devon took a few steps toward the double doors. “Do you know 
the guildmaster?” he asked Rakeesh. 

“She is a friend of mine. She is a good fighter and teacher, and you 
would do well to practice with her. She can teach you much about the 
warrior skills.” 

Devon entered the guild hall, this one very different from the others 
he had seen. A few rugs and pillows lay on the plain floor. The walls 
were sparsely, yet colorfully decorated with carved shields and piercing 
weapons apparently made of wood and bone. A woman watched him 
from the back of the room. She was tall and dark, and her bold warrior 
costume contrasted sharply with the small baby she held in her arms. 
“Ah, the hero of the Kattas!” she said, her accent thick and exotic. 
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“You have some reputation already, to hear merchants talk. If you are 
as good as they say you are, then you must be plenty good. | am 
Uhura. I am honored you visit here.” 

Devon admired the intricate spears and arrows on the walls. “I 
learned to use them when I was only little bigger than Simba,” said the 
guildmaster. 

“Is that Simba?” 

“Yes,” she said, bouncing the squirming infant. “Simba means lion 
in my language. Rakeesh say he sounds like a lion cub when he cries.” 

“What is your name?” 

“My name is Uhura. It means freedom in my language.” 

“Shapeir is not your homeland.” 

“My land and people are many months travel from here.” 

Devon asked about a large sign colorfully painted with the emblem 
EOF. “Men join to show off muscles and talk big,” said Uhura. 

“Tell me about Rakeesh.” 

“Rakeesh is a very fine warrior. He knows to be gentle and kind, 
too. Very wise, very strong, but his leg is plenty bad, hurts him all the 
time.” 

“What happened to his leg?” 

“It was broken badly in a fight long time ago. It did not heal right.” 

Devon signed his name in the Adventurer’s book, then walked over 
to the quest board to read the notices: 


Reward of 1,000 dinars to the one who restores the 
Emir Arus Al-Din to his rightful place in the palace at 
Raseir. By order of the Sultan Harun Al-Rashid. 


Wanted: He who is willing to brave the desert should 
seek Harik Attar at his shop at the sign of the mortar 
and pestle by the fountain. He shall find rewards for 
his courage. 


“I suppose there are monsters in the desert,” he said, already 
knowing the answer. 

“Many monsters live in the desert,” said Uhura. “Jackalman and 
ghouls at night. Brigands, scorpions, terrorsauruses always a problem.” 
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The way of the Paladin: To seek. To learn. To do. 


“Paladin?” 
“You should ask Rakeesh about that.” 


Notice: There is needed for a spell of great power the 
whirling part of a dervish. Inquire at the magic shop. 
Keapon Laffin, Prop. 


Needed: Those who do service to the city and land of 
Shapeir shall know the rewards of goodness. By order 
of the sultan. 


When he asked how she came to head this desert guild, Uhura said 
she was just working there while Simba was small. She made it clear 
she was a good fighter and adventurer, and a good teacher. 

Off to one side of the main hall was a large room lined with racks 
of piercing weapons surrounding a central practice area. Uhura offered 
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to practice with him, and, while Simba watched, she gave Devon a few 
pointers in the fine art of fighting. 

“Tell me about paladins,” he asked the liontaur when he went back 
out into the plaza. 

“The way of the paladin is to seek truth. He does whatever needs 
to be done to bring light to the world. Not for glory or gain; the paladin 
becomes a paladin because it is his will.” 


The Weapon shop 


Issur, the weaponsmith, assured Devon that he sold only the finest 
swords and daggers. A massive anvil sat to one side, apparently used by 
Issur to turn out the finely crafted weapons that adorned the shop walls. 


th hb hb 


Devon asked Issur about the swords. Issur replied that he would sell 
him a fine sword, far superior to his old one, for only 100 dinars with a 
trade-in. Devon looked at the flat surface of the anvil. “You ever arm 
wrestle?” he asked. Issur lectured him on the great skill it took to arm 
wrestle, and that it simply wasn’t worth his while unless a little wager 
were involved. 

Devon bet a dinar, which, unfortunately, was quickly lost with a 
powerful slam of Issur’s mighty arm. One day, he swore, he would beat 
the smug weaponsmith at his own game. 


hm hb & 
Devon bargained for several fine throwing daggers. 


he ob ob 


The sun was beginning to set when he left the weapon shop, and 
Devon returned to the inn. Abdulla was still at the table. Devon sat with 
him, but the conversation was light. The musician who had earlier been 
charming snakes was playing the same mystical tunes inside the inn. 
Devon ate his dinner, went to his room, and slept until dawn. 
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At breakfast, Shameen and Shema urged Devon to return to the 
inn by sunset. Tonight, Shema would dance! He assured them that he 
wouldn’t miss it and left. The musician was again serenading the snake. 
Devon dropped a centime on his carpet. He then began what would 
become his standard morning skill-building routine, much as he had 
done in Spielburg. 


th hb ob 


He went to the fighter’s plaza and practiced his fighting skills with 
Uhura. Then, after a rest, he bet several times with Issur that he would 
beat him at arm wrestling. The practice, Devon knew, was building his 
strength, and one day, he was going to win. 


th hb hb 


Devon stepped into the streets of Shapeir and practiced his magic spells. 


a = —<<— 
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th hb ob 


Devon had intended to practice sparring with Uhura, but a crowd had 
gathered in front of the guild hall. They were looking at an angular 
young man, dressed in satin, and the tightrope he had strung between 
two platforms high above the plaza. 

“I challenge you all to a wager of skill versus skill,” called the young 
man. “Who will dare to follow where I lead across this rope? Who will 
risk a dinar and his life that he may gain five dinars? Is there no one of 
courage and daring among you? Will no one take my challenge?” 

Devon stepped through the crowd. “I will take the challenge,” he 
said. The crowd gasped. 

“Then watch me,” said the acrobat. He climbed a rope up to one 
of the tiny platforms, strolled across the rope effortlessly, then leaped 
into a double somersault off the second platform, landing lightly on the 
plaza floor. 

“It will cost you a dinar,” he said. 

“Then I give one to you.” Devon climbed the rope. Once on the 
platform, he realized that it was much higher, and the rope much 
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thinner, than they appeared from the ground. A few steps onto the 
rope, and he quickly tumbled off. He groaned as he stood up, every 
muscle hurting, every bone jarred. 

“Well done,” said the grinning acrobat. “Well done. Soon, you will 
be taking dinars from me.” 

You are absolutely right. “I'll try again,” said Devon. 

“Then it'll cost you another dinar.” 

Several attempts (and dinars) later, Devon had had enough. The 
acrobat merrily assured Devon that he would return in a few days. Devon 
assured the acrobat that when he did return, Devon would be there. 


th hb hb 


By the time he was done, Devon was hot, thirsty, in severe pain, 
and several dinars lighter. After a short rest, he headed for the fountain 
plaza. 


The Fountain Plaza 


By the time he completed the long, winding walk to the the fountain 
plaza, Devon was parched. Ahead of him, in the center of the plaza, 
stood the famous Shapeir fountain, crystal clear water flowing endlessly 
from some magical spring. He ran to it and gratefully drank the cool 
water, then filled his waterskins. 

He walked through the busy plaza. It was alive with merchants 
calling out their wares, townspeople shopping, and everyone good- 
naturedly shouting at one another as they tried to agree on a price. 

There were two shops in the plaza. One was adorned with a single, 
watchful eye. Devon wondered if this was mandatory with all magic 
shops. Above the other shop hung the mortar and pestle described in 
the notice on the quest board; he went inside. 


The Apothecary 


The druggist was busy making his pills and powders behind the counter 
of the smoky shop; the requisite flaming, bubbling cauldron stood 
nearby. It took several tries to catch his attention. 
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“Oh, I didn’t hear you come in,” said the druggist.” Welcome to the 
Apothecary, where you can buy my wondrous pills and oils. | am Harik. 
If you need something, let me know.” 

Devon asked about the notice. 

“I am always looking for components for my work. If you are brave 
enough to bring some to me, I will pay well for them.” 

Devon thought back to the types of things he had had to gather for 
the healer in Spielburg. “What kind of components?” 

“I pay 20 dinars for scorpion tail—I use the venom to make 
poison cure pills — and 15 dinars for ghoul claws.” 

“What sorts of pills do you sell here?” 

“I sell pills of vigor, healing, poison cure, and mana. Take them 
with water.” Devon bargained for the pills of vigor, healing, and poison 
cure, and Harik gave him four pills of each for the price of three, and 
explained the special money-back guarantee. “If you die because of a 
pill, I will gladly refund your money.” 
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Devon also bought some oil. 
th hb 
Devon also bargained for pills of mana, to restore his magic power. 


th ch ob 


When he stepped back into the plaza, a pleasing smell of roasting meat 
wafted on a faint breeze. He went in search of its origin. Across the 
plaza he found a couple of Kattas, Sloree and Scoree, doing a brisk 
business selling fresh falafel and stuffed dates, and, they said, their 
“famous lizard jerky”. Though he really wished they hadn’t let him in 
on the secret to the dried lizard concoction, he had to admit that it was 
always a good idea to have plenty of rations—just in case —and he 
bought enough jerky for five meals. 

He bargained with the brass trader for a lamp, chatted briefly with 
a few other merchants, and then stepped into the shop marked with 
the giant eye. 


The fiagic Shop 


Almost by definition, a shop that deals in the ways of magic is going to 
be a bit strange, but this wasn’t anything like Devon expected. The 
brightly dressed proprietor, floating around the bright, cluttered shop 
on a little fluffy cloud, was the complete opposite of the mysterious 
(and scary) Zara, the owner of the Spielburg magic shop. This fellow 
made the punster wizard Erasmus look straightlaced. In fact, Devon 
found him downright silly. 

“Welcome to my little shop of wonders,” said Keapon. “Wonder 
what shop it is? It’s magic, of course. | am Keapon Laffin, Prop. You 
must be Nobil Caws. Proud to know you Mister Caws.” 

“Uh, no, my name is Devon, and I’ve come to ask you about the 
magic in this land.” 

He deciphered the wizard’s insane poetic response to mean that he 
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should talk with the enchantress Aziza, who lived off of the east end of 
Shmali Tarik, and to the astrologer, whom he had planned to visit that 
day anyway. Keapon also mentioned something called the WIT. 

“I read your notice at the guild hall. You wrote that you needed the 
‘whirl of a dervish.’” The floating shopkeeper confirmed that he would 
indeed pay for such a thing, if Devon could find it. 

“Where do I find a dervish?” 

“The dervish of the desert oversees his own oasis as he sits upon 
the sands by the shore of his small spring. It is somewhere south of 
Shapeir and a little bit east. If you’re going to go and gab with him 
you'd better take a beast.” 


th ob ob 


“I see by your clothes that you know some magic; you see by mine that 
I know some too,” said Keapon and wondered if Devon wanted to buy 
any spells. 

“What spells do you have for sale?” 
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He sold spells of detect magic, trigger, force bolt, levitate, and 
Erasmus’ Razzle Dazzle. 

Devon already knew all of the spells except levitate, the power to 
float up and down at will, and force bolt, the ability to fire bursts of 
power from one’s fingertips. He bargained for both spells. 

He asked about the WIT, which, he realized, stood for Wizard’s 
Institute of Technocery. Keapon informed him that the wizard’s school 
was somewhere in the streets of Shapeir, and that he had to find it for 
himself. 


hh db ob 


“If you are inclined to climb, a magic rope can give you hope. To make 
it rise, close your eyes, raise your arms high, and watch it fly. If the 
time is right, you’re in a plight, you can set it across if you give it a toss. 
Remember, the magic can’t last and on your last cast, it'll go fast, so 
don’t waste it, or you might find yourself hanging in air with nothing 
there.” Keapon produced a very fine looking coil of rope. 

The rope sounded incredible, but the price was more than he had. 
It would have to wait for another time. 


I 


The Astrologer 


His last stop for the day was the astrologer. From Junub Tarik, the road 
between the fountain plaza and the gate plaza, he turned onto Sharki 
Darb, then right onto Tarik of Stars. As Keapon had said, the 
astrologer lived at the end of the street. 

“Welcome. I am Abu al-Njun, astrologer of the stars and omens.” 

“I was told that you could tell me my fortune,” said Devon. 

“If you wish to know your fortune, I will need to know your guiding 
signs. Tell me about your past and the things you have done.” 

Devon told the astrologer his name, and all about himself and his 
adventures in Spielburg. Abu told him to return another day and he 
would reveal his fortune to him. 
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Already it was nearing sunset and time to return to the Katta’s Tail 
Inn for Shema’s special dance. He sat at his regular table, and the show 
began. The haunting music of the horn accompanied a grinding, 
rhythmic drumbeat. Shema leapt onto the stage. Provocative and 
mesmerizing, she moved with the tom-tom-tom of the drums. The beat 
intensified. Devon had no doubt that the dance was inspirational for 
both of its original purposes. 

When it was over, the audience, including Devon, applauded wildly. 
Shema promised to dance again the following week. 

After dinner, Devon retired to his room. 


I 


He napped for an hour, then went outside. He did not like the looks of 
the empty gate plaza. Seeing it in the dark, cold and empty of the 
merchant stands, was like a bad omen. He hurried through the dim 
streets to keep his appointment with the money changer. 

She told him about a job. It seemed a certain family, who would be 
out quite late, had a certain tea service she had her eye on, and was he 
interested? Devon nodded. 

“At exactly the middle of the night, take Sharki Darb to Rani Tarik. 
Turn right into the alley. The first house on the right will be locked, but 
unbarred. Someone will be asleep in the next room, so be very 
careful.” 

It was still early evening. He killed some time sneaking through the 
town, picking locks along the way for practice. At midnight, he 
sneaked to the house and picked the lock. 

A large wardrobe and a few shelves were the only furnishings in the 
modest living room. He tiptoed toward the shelves. A loose floorboard 
creaked, and he froze. No noise emerged from the hallway that led to 
the bedrooms. He let out his breath and continued. The shelves held 
inexpensive local pottery . . . and on the top shelf, the silver tea 
service. He slipped it in his pack. 

At the wardrobe, Devon used the oil he had bought from the 
druggist to lubricate the old hinges. He picked the lock easily, and the 
doors swung silently open. He searched the wardrobe and found an 
emerald-studded bowl to add to his take. 
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On the floor lay a large carpet. He rolled the carpet back, revealing 
a trapdoor. Before he could open it, he heard singing from outside the 
door and a key turning in the lock. He had no time to react. The door 
swung open. 

An old man’s voice called from the bedrooms: “Is that you 
Kareem?” 

“Yesh, father,” slurred the young man as he staggered through the 
door. Incredibly, he was too drunk to notice Devon was even there. 
That was too close. He quickly formulated a plan in case someone else 
came home. 

Devon opened the trapdoor and saw a heavy chest hidden 
underneath the floorboards. Another voice outside. Devon quickly 
unrolled the carpet, covering the trapdoor, as he heard the sound of a 
key turning the lock. Devon slipped into the wardrobe as son number 
two passed by. 

Back at the open trapdoor, he picked the lock of the chest, and 
scooped up the lovely pile of golden dinars waiting there. Another son 
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at the door, unroll the carpet, and another quick trip into the wardrobe. 
Again he returned after the son went to bed. He searched the chest 
and found a false bottom containing a silver dagger. 

That was enough for the evening. He sneaked out of the house and 
all the way to the inn. 

In the morning, Shameen informed him that Omar the poet would 
“thrill all who hear” at the inn at sunset. Devon asked about this poet, 
to which Shameen replied, “The words of the poet Omar speak both to 
the heart and to the mind.” 

For his morning skills practice, Devon opted for exploring the 
desert. If there were monsters like those in the forests of Spielburg, he 
would get workout enough. He would look for Keapon’s dervish. 


The Desert 


The Saurus Lot 


Outside the gates of the city, the saurus lot was open for business. 
Devon had to admit the big lizards looked fit, and perhaps they were 
even rideable. In the distance, a faint breeze created rippled patterns in 
the dry, hot sand. He could not venture out there on foot. He had little 
choice — he was going to have to buy a saurus. A little man with a thick 
moustache greeted him. “I’m Ali Fakir. Honest Ali Fakir. Welcome to 
Ali Fakir’s Used Saurus Lot. ‘If we don’t have a saurus you want then 
you won't want one.’ Of course, even if you don’t want one I'll be 
happy to sell one to you.” 

Devon bargained for a saurus. He waited while the salesman 
disappeared into the corral of beasts and emerged with Devon’s lizard, 
who promptly licked his face. 

Devon wiped off the slime with a disgusted flick, mounted his 
saurus, and steered it into the desert. He headed south for a while and 
then turned east. As he looked for the oasis, something pulled at him 
from behind. It was a desert brigand. The saurus reeled back, knocking 
Devon to the ground, and then ran away. So much for the brave saurus 
who would help in battle! 
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I I 


Devon drew his sword, and the battle began. The heat and the soft 
sand made swordplay difficult, and it was with great effort that he 
finally defeated the murderous thief. 


th db ob 


Devon called upon his powers of magic, casting flame darts and force 
bolts. The brigand charged at Devon and managed to deliver a few 
painful blows with his scimitar until Devon defeated the villain. 


bh hb b&b 


Devon threw daggers at the brigand and then engaged him in battle. It 
was extremely difficult, and he wished he’d never gotten involved with 
the thug. In the end, he managed to fell the brigand. 


a 


Exhausted and bleeding, he took pills of healing and vigor, washing 
them down with a little water. He then searched the body, finding a 
small cache of cash. 


The Qasis 


Now to find the runaway saurus. He searched the immediate area and 
came up with nothing. He returned to the scene of the battle, and, as 
he had suspected, the grinning saurus was waiting for him. 

After many hours of searching, he saw, in the distance, the strange 
trees that were named for their resemblance to a human hand. He 
pointed the saurus in their direction. 

A tiny man, very brown from years in the desert sun, sat by a small 
pool of water. The amazing thing about him was his enormous beard, 
which was wrapped several times around one of the palm trees that 
had led Devon to the spot. The whirl of the dervish. 

Devon dismounted the saurus, who ran over to the spring and 
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lapped at the water. Devon drank some of the warm water and refilled 
his waterskins. He asked the dervish if he could take a bit of his beard. 
“The difference between a beard and a world is one whirls around a 
tree, the other whirls around me,” said the man. 

Taking that answer to mean yes, Devon walked around the dervish, 
took a small piece of his beard, and put it away. 

The saurus continued drinking the clear water. “Is it alright for my 
saurus to drink from the pool?” asked Devon. 

“Your saurus is like reflection in pool: both but seem to be real.” 

“Please explain,” said Devon, but the dervish remained silent. 
Devon mounted the saurus, told it to “go home”, and the saurus 
headed back to the gates of Shapeir. 


I I 


He then went to see the money changer. 

“Rumor has it a thief broke into the metal worker’s house last 
night,” said Dinarzad. “There will be extra guards patrolling the streets 
tonight. It would be a good night to sleep in.” 
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Devon knew full well that she knew he had broken into the house, 
and he pulled the tea service and the emerald bowl from his pack. He 
bargained over the price, grudgingly accepted the deal, and gave her 
the goods in exchange for slightly more than half their value. 

Devon was about to turn away when Dinarzad mentioned a job 
involving a safe. 

“Safe?” Devon said. 

According to Dinarzad, there was a trapdoor hidden beneath the 
anvil in the weapon shop. She seemed to relish the idea of someone 
breaking into the weaponer’s shop. 


th hb 


Devon returned to the fountain plaza. A beggar held his cup out to 
him, and Devon dropped in a centime. He entered the magic shop to 
sell the whirl of the dervish. 


th db cb 


With the money from this sale, and from the sale of goods to the 
money changer, he bargained for the magical rope. 


th oh ob 


The Enchantress Aziza 


It was time to visit the enchantress Aziza. He walked along Shmali 
Tarik, north of the fountain plaza. He turned left on a tiny unnamed 
street. At the end was a purple door with a large painted eye staring at 
him. He knocked. 

A womans voice called out: “Who seeks to enter?” 

“Devon.” 

“Who sent you here?” 

It was the owner of the magic shop who had so insisted that he 
visit, wasn’t it? “Keapon Laffin,” he said. 

“What is the element most appropriate to the owner of the magic 
shop?” 
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Element? Besides magic, the only thing that could truly be 
associated with the cloud-riding jokester was . . . “Air,” Devon 
answered. 

The woman’s voice continued. “My first is the first, my second the 
last. Next comes myself, then back to the end and beginning again. 
Who am I?” 

Who was she? ‘My first is the first’ . . . the first letter of Aziza was 
A, the first letter of the alphabet. ‘My second the last’. The second 
letter in Aziza was the last letter of the alphabet. The other letters 
followed the same pattern. 

“Aziza!” 

“You may enter, Devon.” And the purple door opened. 

He stepped into a beautiful blue-green room. Golden fish swam on 
the shelves. In fact, the whole place had the calming feel of water. A 
woman smiled warmly at him and invited him to sit at her table. 

“Shall we share tea?” she asked when they were seated. 

“Yes.” 

A teapot and two cups appeared before her. The pot filled the 
cups, and she handed one to Devon. 

He had heard that there might be problems with elementals and 
djinns. Did she know about them? 
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“Djinns are very powerful magical beings that roam this land. As 
for elementals, perhaps it would be better to show you while I explain.” 
Aziza waved her hands, and on the table appeared a swirling, whirling 
blue shape. It was made of water, yet it somehow looked alive. 

“There are four basic elements that make up the universe: water, 
earth, air, and fire. An elemental is formed when magic shapes any 
element into a semblance of a living creature.” The illusion on the table 
changed from water to a monster of rock and dirt. 

“They are very powerful and destructive,” the enchantress 
continued, making the earth monster change to a powerful twister of 
air. “They can be weakened by a contrary element, but not destroyed. 
Once weakened, the elemental can be captured. Once captured, the 
magical nature of the elemental can be used for purposes other than 
destruction.” 

“What is a contrary element?” 

“The contrary element or weakness of fire is water, the weakness 
of water is air, of air is earth, and of earth is fire. Weakening an 
elemental will force it to seek escape. It may then be captured in a 
suitable container.” 

“Container?” 

“An elemental trying to escape will be drawn to a container of an 
appropriate nature. If there is no container, it will flee, or appear 
elsewhere. A container is an appropriate receptacle for the elemental 
(such as a waterskin for water). One who captures an elemental has 
power over it.” 

“Thank you,” said Devon. “Farewell.” 


th hb ob 


He spent the rest of the day building up his skills and exploring the 
town. At sunset, he returned to the inn. He sat down; Omar the poet 
was about to begin. Accompanied by the mystical horn player, the poet 
spoke: 


In the Month of the Serpent, in the year of the Djinn, 
A shadow passed over the Katta’s Tail Inn. 
Astrologers foretell that doom shall come to dwell 
And Shapeir shall be but sand upon the wind. 
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Comes a hero from the north, riding on the air, 

For darkness soon shall fall and shadow cover all 
The city and the ones now living there. 

The first doom shall be fire which burns the very stone, 
The next is air and rocks are over thrown. 

Earth shall be the third then the final doom is heard: 
The water gone, the city parched like bone, 

Unless the one called hero is a hero true indeed, 
Who comes to help the city in need, 

Then will face the depths of doom in the darkness of 
the tomb... 

From the Elemental’s Master we are freed. 


Devon chatted with the poet Omar and his companion Ja’Afar, 
who seemed to be able to translate Omar’s poetic answers into plain 
language, but he was soon ready to leave them for the comfort of his 
room. The poem had been very disturbing indeed. 

When he went to breakfast, Shameen told Devon about a strange 
fire outside the inn. Shema added that the merchants could not set up 
in the plaza because of the fire. 

Outside, only Alichica was there —his stand nearly burnt to the 
ground. Devon asked about the stand. Alichica replied that a fire 
elemental had burned it down. 

Fire elemental! So, the prophecy had begun! Now more than ever, 
he knew he needed to build his skills to their fullest, and he spent the 
morning practicing. 


hb hb 


He practiced with Uhura and arm wrestled with Issur—taking vigor pills 
as needed. Then, after checking his supply of water and pills, he took 
his saurus out into the desert. He vowed to fight at least one of every 
type of monster that Uhura had described to him. Fighting monsters 
was a good workout — and profitable, too. A scorpion larger than his 
saurus attacked him. He took a poison cure pill to protect against the 
creature’s venom, then battled the thing to the end. The tail would 
bring a nice return from the Apothecary. He dispensed with a couple 
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of loathed brigands (their money pouches full of coins) before returning 
home. 


I I 


He again took to the streets to practice his spells, especially the ones 
newly purchased from the magic shop. He practiced each spell many 
times, refreshing himself as needed with the pills of mana. 


hb hb b&b 


The acrobat had returned to the fighter’s plaza. He took the challenge 
again — many, many times—yet he still did not make it across the 
tightrope. He practiced fighting with Uhura and left the plaza. 


th bb 


Devon returned to Aziza and, after sharing tea, asked her about fire 
elementals. 

“Fire’s weakness is water,” she said. “You must drive or lure the fire 
away from open plazas to a more confined area to capture it. Once it is 
captured, it will behave as a magical flame.” 

He thanked her and bade her farewell. 

He went to the astrologer to learn his fortune, although at this 
point he wasn’t at all sure he wanted to know it. 

“Darkness will lead you into a tomb. You will walk in fire, earth, 
water, and air, through temptation, and at last into despair and 
desolation. Darkness will triumph unless you stop the last light.” 

He went to the Apothecary and stocked up on pills. The smoky 
shop suggested that the druggist knew something of fire, and Devon 
asked him if he knew about fire elementals. 

“Fire glowing in the very semblance of a man. A marvel to behold, 
and yet a deadly peril as well. To understand the fire elemental you 
must know the flame.” 

“Flame?” 

“Watch this,” said the druggist, throwing a handful of powder into 
his fiery cauldron. Flames burst from the pot. 
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“See how the flame reacts to incense? Fire is attracted to things it 
burns because it is vain. It would be possible to lure the fire elemental 
away from the plazas using this incense, and where it is weak from 
hunger and water, capture it.” 

Devon bargained for the incense, which the druggist gave to him, 
and he filled his waterskins at the fountain. When he found the fire 
elemental, he would be ready. 


The Wizard's Institute of Technocery 


If he was going to protect Shapeir from the evil that had taken over 
Raseir, Devon would need the full powers of a wizard. Keapon’s shop 
was in the fountain plaza. Aziza’s house was not too far north of there. 
Perhaps the magic in this area was conducive to users of magic. And 
what better way to look for a wizard’s school than by using magic? 

He cast detect magic—an arrow pointed to the north. He 
followed it. He cast again at the intersection of Trab Darb, and the 
arrow continued to point north. He repeated this at every intersection 
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and crossroads until the arrows led him into the tiny alley of Sahir 
Tarik. The Institute was near. He took a mana pill. One last detect 
magic revealed a door set at the end of the alley. He cast open. 

When he walked through the door, the all too familiar feeling of 
wooziness came over him—as happened every time Erasmus zapped 
him from his house to the bottom of Zauberberg Mountain. He found 
himself standing on a path leading to large double doors with big brass 
handles. On either side were walls carved of marble. On the walls hung 
large full portraits. Some of them were of wizards whom he 
recognized—there was a portrait of Erasmus exactly like the one that 
hung in the house in Spielburg. Others were unfamiliar to him. The 
path and the walls seemed to be floating in space. Devon knew he was 
not in Shapeir anymore. 

Voices boomed at him from the emptiness. 

“Why have you sought to enter?” 

“I wish to become a wizard,” answered Devon. 

“Who do you call upon to be your sponsor and mentor?” 

“T call Erasmus.” 

The unseen voices had quite a discussion about this. 

“Do you actually request such a . . . whimsical wizard for a 
sponsor?” 

“It was the initiate’s decision. Let him abide with it.” 

“Very well. Magister Erasmus of Zauberberg, Archmage 
Extraordinaire. Do you accept Devon to be your initiate into the 
Wizard’s Institute of Technocery?” 

Devon heard the familiar voices of Erasmus and Fenrus the rat. 

Erasmus: “Let me see . . . Devon. . . ah, yes. The young hero of 
Spielburg. Bright young man.” 

Fenrus: “You think anyone who laughs at one of your jokes is 
intelligent.” 

Erasmus: “A good sense of humor is an excellent indicator of 
superior intellect.” 

Fenrus: “Yes, but the key word is ‘good’.” 

The other voices were impatient, demanding an answer. Erasmus 
announced that he would accept Devon as his initiate for WIT, but first, 
“you must prove you are magically and mentally worthy. You will be 
presented with a choice of three objects. Using the spells at your 
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command, you must choose the correct object, move it to the stand, 
and cause it to ring using only three spells.” 

The portrait of Erasmus fell forward onto the path, revealing an 
opening in the wall that seemed to lead to only black emptiness. Devon 
entered, and the door closed behind him. In the blackness, three 
glowing bells were suspended in air before him, surrounding a small 
pole. Devon cast his first spell, detect magic, and one of the bells 
glowed brighter than the rest. He cast fetch upon the brighter bell to 
move it onto the post. The last spell, trigger, not only rang the bell, but 
the elaborate (indeed, gaudy) display of fireworks that followed proved 
that Erasmus had set this up. The wizard’s face appeared in the midst 
of the celebration to congratulate him on passing the pretest. 

“To be considered a true wizard, you must pass the trial of 
initiation, which the wizards of WIT will give you. I warn you, this test 
will take all of your wits and magical skills. If you succeed, you then 
must face . . .” He cut himself off. 

Light poured in behind him, and Devon realized the door to the 
pathway was open again, and he returned to the floating path. The 
voices of the unseen wizards told him of the tests that he must endure. 
“You must prove that you are capable of using magic under time-critical 
and life-threatening conditions. Will you accept the challenge?” 

“Yes.” 

The double doors opened. The path led into the limitless galaxies 
of deep space. The portrait of Erasmus appeared before him. “You 
must now stand in the wind.” The inside of the portrait disappeared, 
leaving behind the wizard’s staff and the portrait’s frame, like a 
doorway, on the path. As Devon stepped through the picture frame, 
the staff began to spin. Faster and faster it spun, creating an intense 
wind that threatened to blow Devon from the path. He peered over the 
edge into oblivion. 

He fetched the spinning staff. It flattened out horizontally and 
drifted toward him. He quickly levitated, straining to remain aloft as the 
spinning staff passed safely beneath him. 

Again, Erasmus appeared. “Now you must face raging earth and 
stone.” As he passed through the frame/doorway, a massive rock wall 
blocked his way. Devon tried to climb over it, but it was far too 
slippery. He tried to blast it down with force bolts, but that was 
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impossible. Erasmus had said “raging earth and stone” . . . perhaps 
that was a clue? He cast trigger at the wall, promptly transforming it 
into some sort of monster. He dazzled the monster, and the blinded 
creature slumped over—now, he was able to scale the wall. Once on 
the other side, the dazzle wore off, and the creature sprung to angry 
life, banging its fist upon the path and threatening to knock Devon 
from it. He triggered the monster back into a stone wall. 

The portrait of Erasmus told him he must face water and ice, and a 
huge glacier blocked his path. Perhaps the thing could be melted? He 
threw a flame dart. Some of the water melted away, much of it 
rushing past him down the smooth path—another shot might wash 
him right off. He had managed to fracture the iceberg, and he threw 
force bolts into the crack until the iceberg blasted apart. 

“You must now withstand the fury of my flames,” said Erasmus. 

A door appeared on the path, an ordinary wooden door. Devon 
reached out at it, then quickly pulled back his hand. He stood back and 
cast open. Searing heat blasted through the door from the inferno on 
the other side. Devon calmed the flames with a wave of his hand, but 
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in its wake, a gaping hole had been left in the path. The door was still 
very hot, and Devon closed it with fetch. A force bolt knocked the 
door to the ground, covering the hole. He crossed his bridge. 

The next thing he knew, he was again standing in the room of 
portraits, being congratulated by the voices on becoming a new wizard 
initiate, and offered the chance to spend the next decade of his life in 
deep study. 

“No thanks,” he told them when they asked if he was ready to take 
the oath. 

The welcome voice of Erasmus congratulated the new initiate on 
refusing to take the oath — After all, what good is magic or knowledge 
unless you use it?” he said—and gave Devon the spell of reversal. 


bh b&b & 

At the end of the day, Devon returned to the inn for his supper. 
ee 

He went to bed and slept until dawn. 
th hb cb 


He left the inn after dark and sneaked to the weapon shop, keeping an 
eye out for guards. Just outside the shop, he barely had time to hide in 
the shadows as a guard walked by. The penalty for thievery in Shapeir 
was the loss of a hand, and Devon intended to keep both of his. He 
picked the lock and entered, closing the door behind him. The trapdoor 
that the money changer described was visible beneath the anvil, which 
looked impossible to budge. What was he to do? 

The oil! He pulled the oil can from his pack and generously oiled 
the bottom of the anvil. He used all of his strength and pushed the anvil 
off the trapdoor. 

After that, opening the trapdoor and picking the lock of the 
strongbox hidden underneath was easy. The hardest part was lugging 
out the incredible pile of coins he found. 


th hh ob 
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The Fire Elemental 


Devon learned of the fire elemental from the Kattas over breakfast. 
Apparently, the thing was wreaking havoc just outside the Katta’s Tail 
Inn. 

He stepped into the plaza, narrowly avoiding being burned by the 
thing ravishing the plaza grounds. He stepped into the center of the 
plaza, pulled the incense from his pack, and used it to lure the fire 
elemental into the narrow street of Junub Tarik. He dropped his lamp, 
took out his waterskin, and poured water onto the flaming monster. 
Wet and weak from hunger (there was little to burn on the narrow 
street), the elemental jumped into the safety of the lamp. Devon picked 
up the lamp and put it in his pack. 

The rest of the day, and all of the next, were spent building up his 
skills, exploring, and resting. 

On the seventh day, Devon dropped by the guild hall. Rakeesh was 
there. 

“By order of the sultan, Harun Al-Rashid, I give you this reward.” 
He handed Devon a sackful of golden dinars. Devon thanked him and 
went about his standard morning routine. 


th ob ob 


Using his old sword as a trade-in, Devon bargained with the 
weaponsmith for the fine sword he had had his eye on in the shop. 


th db ob 


He went to the fountain plaza to refill his waterskins, and arrived in 
time to hear the poet Omar: 


And they ask “What is a hero?” though the answer is 
very clear; 

He’s the one who faces danger when the darkness 
hovers near. 

He will face the fiercest foe when another needs his aid 
He will dare to defy death even though he is afraid. 

He works not just for glory, and he does it not for gain, 


, 
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But because he knows that others will be spared a 
greater pain. 

He won’t always follow orders for he dares to answer 
“Why?” 

And unless he likes the reason he refuses to comply. 
He will brave the battle boldly even though he may not 
win, 

He will face his fate unflinching, for he is a paladin. 
And they ask “What is a hero?” even though the 
answer’s evident, 

He’s the one who faces death knowing that his life’s 
well spent. 


Devon had to wonder how the poet knew he would be there at that 
time. He went in to buy a few needed pills from the druggist. When he 
returned to the plaza, Omar was gone, but there was something lying 
on the ground—a purse. He picked it up and looked inside. It 
contained coins and a few notes. It apparently belonged to Omar. 

He spent the rest of the day exploring. 

At breakfast on the eighth day, Shema gave him more frightening 
news. 

“My second cousin, Sashanan the jeweler, and my third cousin 
(once removed), Tiram the rug merchant, were unable to set up their 
stands in the palace plaza today. An air elemental is terrorizing the 
plaza!” 

Outside the inn, Devon’s saurus was waiting for him. It ran up to 
him, delighted, and licked his face. 

“I couldn’t put him back in the stable,” explained the gate guard, 
and Devon took the saurus back himself. 

He went to Aziza and asked her about the air elemental. “Its 
essence is freedom of movement,” she said. “Only when bound to 
earth can it be contained.” 

The airy proprietor of the magic shop was his next visit. After his 
usual droll witticisms about the creature, he said: “If you’re led to 
behead an airhead, don’t let him lead the chase. Glue his shoes with 
goo and throw mud in his face. It’s fair to snare the air there and put 
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him in his place.” Devon asked what sort of mud would work against 
such a monster. “Fooler’s earth,” Keapon replied, and raced into the 
storeroom to retrieve some. 

As Devon turned to leave, Keapon called out: “The dervish in the 
desert sent a bedouin to my boudoir, and I hear he needs a hero for to 
help him bait a beast.” Whatever that meant. Devon figured he had 
better visit the dervish to find out. But first there was an elemental to 
deal with. 

Devon recalled the bellows hanging above the weapon shop. It had 
looked real. Wouldn’t that make a dandy container for an elemental of 
air? 


th hb ob 


He went to the weapon shop and asked Issur how he could get the 
bellows. Issur told him the only way he would get them was if he won 
them from him in arm wrestling. It took the rest of the day, several 
vigor pills, and a good deal of money, but he finally won the thing. 

He rested until sunset, arose only to eat and watch Shema’s dance, 
then went back to bed. 


th ob ob 


He practiced his spells the rest of the day, then, after supper and 
Shema’s dance, he slipped out of the inn and to the weapon shop. 
Keeping a close eye out for passing guards, he levitated to the shop 
sign and grabbed the bellows. 


I 


He went to the fighter’s plaza. The acrobat was back, and this time 
Devon was ready. The winds from the air elemental could be felt as far 
away as the fighter’s plaza, and the acrobat offered an extra five dinars 
to the one who could cross the rope. This would make victory even 
sweeter. 

He attempted over and over, many times—and finally— he made 
it across! 
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He rested at the inn until sunset, ate dinner and watched Shema’s 
dance, and then sneaked to the weapon shop. He used the magic rope 
to climb up to the sign and took the bellows. 


The Air Elemental 


The next morning, Devon went to the plaza of the palace to face the 
air elemental. It was even more horrifying than he had imagined. It was 
an immense twister —a tornado — pulling everything in its path into its 
swirling center. Fierce winds howled in his ears as he attempted to get 
closer to the evil thing. 


bh hb b&b 


Using all of his strength, he forced his way into the air elemental and 
dropped the earth into the center. 


hb hb b&b 
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He pushed his way to the center of the plaza and levitated high above 
the plaza. When the elemental passed underneath, he dropped the 
earth inside. 


th hb ob 


He went to the center of the plaza, took careful aim, and threw the dirt 
inside the elemental. 


th hb ob 


With the elemental momentarily bound to the earth, Devon used the 
bellows to capture it. 


th hb b&b 


The rest of the day and all of the next was spent building his skills. On 
the eleventh day, Shameen informed him: “The poet has personally 
asked that you be present tonight, for he wishes to speak with you after 
his reading.” 

“It is rumored that you wish to journey to Raseir,” said Shema as 
she brought his breakfast. “If you do so, please try to find my cousin, 
Sharaf.” 

“Who is Sharaf?” 

“His name means honor. He is very brave. It is said that when the 
Kattas were driven from Raseir, he refused to leave, so that he could 
work to bring freedom to his homeland again. He is part of the 
underground.” 

“Tell me of the underground.” 

“It is the movement to free Raseir and restore the old ways.” 

After spending the day practicing, Devon returned to the inn at 
sunset to hear another of Omar’s moving poems. Afterward, Omar 
presented him with a fine reward for the defeat of the air elemental. 
Devon thanked him and returned to Omar the purse he had found in 
the fountain plaza days earlier. 


131 


Quest for Glory The Authorized Strategy Guide 


He rode out into the desert in search of the night creatures. Only after 
fighting ghouls and jackalman and the dreaded terrorsaurus, was he 
satisfied, and returned to the inn for the night. The ghoul claws would 
bring a handsome price from the druggist. 


th hb b&b 
He retired for the night. 

th ch b&b 
“An elemental of earth is destroying the city!” Shameen announced the 
next morning. He told him that the fountain plaza merchants had seen 


it—that it was terribly strong, made of the very stones of the city— 
and it was loose upon the streets of Shapeir! 
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The Earth Elemental 


Once again he embarked the aid of the enchantress Aziza to explain 
the ways of the earth elemental. “Its essence is strength, she said. 
“Only when worn away is it vulnerable. It is vulnerable to flame and can 
be contained in a cloth sack.” 


th cb ob 


Devon went to the guild hall and asked Rakeesh about Sword. 
Rakeesh had tried to fight it with his sword, but his leg went out. 
Rakeesh: “You must understand its nature. The nature of the earth 
elemental is to endure. It draws its strength from the very stones of the 
city. It cannot be defeated by a single blow, but must be worn away 
through your actions and its vulnerability to magical flame, such as a 
flaming sword.” 

He handed his sword to Devon. “It will flame only in battle, for it 
draws its strength from mine.” He added that Devon was to return the 
sword “Soulforge” to Uhura. 


th hb b&b 


Devon went to the Apothecary to find out more about magical fire 
against the earth elemental. Devon told about the earth elemental and 
asked the druggist what he knew of earth. The druggist gave a a nice 
little demonstration on how earth burns, then recommended powder of 
burning. 

“Powder of burning is an excellent mixture of potassium nitrate, 
powdered charcoal, sulfur, and, for aroma, ambergris. All you have to 
do is throw it at the earth elemental — it makes a lovely flame when it 
explodes. Do it quickly — try not to miss.” 


th oh ob 


He searched the streets north of the fountain plaza until he came upon 
the earth elemental. 
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He used Rakeesh’s flaming sword, waited for the earth elemental to 
approach him, and fought it until it disappeared into the street. He 
walked slowly through the streets a bit longer. The ground rumbled, and 
the earth elemental emerged from the stone streets and was upon him 
again. A slice of the flaming sword, and the creature again retreated 
into the street. Again he searched until he found the monster, and with 
the third blow, the monster crumbled. 


th db ob 


He shot a flame dart into the creature, and it disappeared into the 
street. He walked slowly through the streets a bit longer. The ground 
rumbled, and the earth elemental emerged from the stone streets and 
was upon him again. Another flame dart, and the creature again 
retreated into the street. Again he searched until he found the monster, 
and with the third blow, the monster crumbled. 


th hb & 
He threw the special powder at the earth elemental, and it crumbled. 
eh hb & 


Devon put the pile of earth into the cloth sack he had bought when he 
first arrived in Shapeir. He returned to his room and slept until 
morning. 

In the morning, Devon practiced as usual. 


I 


After practice, he returned Rakeesh’s sword to Uhura. Uhura handed 

a crumpled note to him with practically illegible writing. It was 
apparently left for him. If you know what’s good for you, you will 
obey orders. We will leave them here. If you don’t follow them, 
you'll be sorry. We are watching you. 
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The Dervish’s Puzzle 


The elemental safely captured, Devon decided to make the trip to visit 
the dervish and find out about the beast that the magic shop owner had 
told him about. The guard at the Shapeir gate told him that the dervish 
had sent a message to Devon through one of the local bedouins. “He 
has sent for you. He says: ‘Man who looks for trouble comes to right 
place. Good comes from evil when darkness is enlightened.’” 

He took the saurus out to the oasis. 

“When he who seeks what is where finds out how,” said the dervish 
as Devon approached. 

“What is the trouble?” he asked the dervish. 

“Creature in need needs a hero indeed.” 

“What creature?” 

“Tt is said that man is like a caged beast. And a beast is like a 
rumor — it is best to dispel it early. Harik knows the way.” 

“Is this a puzzle?” 

“When he who seeks what is where finds out how.” 
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“So... where?” asked Devon. 

“Five units west of Shapeir, two north of here,” said the dervish. 
Devon mounted the saurus and set off after the beast. It was right 
where the dervish said it would be. 

It was a hideous thing, and yet pitiful, caged as it was in the desert 
heat. Devon gave it water, which it lapped gratefully. He rushed back to 
Shapeir to see Harik. 

He asked the druggist about how to dispel an enchantment. For 
dispel potions, Harik explained, he would need the following 
ingredients: a feather of a griffin and something called the fruit of 
compassion, plus a hair of the victim, which is added just before giving 
it the potion. 

Griffins generally live in mountains; and Aziza would know about 
the fruit of compassion, the druggist told him. 


The Plant Woman 


“It is a sad tale,” began Aziza. “Long ago, there was a woman who 
wanted to be a healer. Her father tried to dissuade her, but finally, he 
gave in. She was trained, despite the ridicule of other students and 
teachers, and she removed her veil forever. It wasn’t easy; many men 
refused to trust her, others tried to take advantage of her beauty. One 
day, a man told a tale of his brother dying in the desert. She followed 
him out to an encampment — it turned out to be full of brigands. She 
tried to escape the trap and ran to the mountains to hide. They had 
almost captured her when she called aloud for help. A djinni heard her 
cry and turned her into a tree. You could be the one to give back her 
soul and free her heart from wood. You will try this, will you not? You 
must give her three things: a gift of kindness, a gift of magic, and one 
of love. 

“The gift of kindness is simple — give what you would give 
someone who has been in the desert a long time. Then tell her about 
yourself to remind her what it is to be human. The gift of magic is one 
of sacrifice. It must be something you gained through hardship and 
from aiding others. It must also be something from which a plant can 
gain strength. The last gift is one of love—and then you must tell her 
her name.” 
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Both the griffin and the plant woman lived in the mountains, which 
lay to the east and to the west of Shapeir. Flipping a centime, Devon 
started looking to the east. Before long, he came upon the plant 
woman. He dismounted the saurus and approached the sad plant. He 
carefully poured water on her parched roots and told her about himself. 
The twisted trunk lifted upright. He gave the elemental earth to her, 
telling her how he had captured the earth elemental. The tree’s 
branches burst alive with new spring leaves. Devon wrapped his arms 
around her in a warm hug and spoke her name — "Julanar”. A purple 
fruit appeared on the branches, and dropped into his hands. 


The Griffin Nest 


He turned back the way he had come, past Shapeir, and due west until 
he found the nest of the sleeping griffin. Half lion and half eagle, it was 
not a creature Devon wanted to anger, and he tried not to wake it. He 
looked at the nest. 
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Feathers and debris from the ground made up the nest. He looked at 
the debris on the ground. He thought he saw something poking out 
from underneath a large rock. He moved the rock; underneath was a 
perfect griffin feather. 


th db cb 


He approached the bottom of the nest. He cast levitate and then 
looked in the nest and got a feather. 


th hb tb 


He used the rope at the bottom of the nest. He looked in the nest and 
got a feather. 
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The next morning, Abdulla Doo was waiting at the breakfast table. The 
water elemental had appeared in the fountain. This was the worst of 
all, for if it were allowed to grow, it would eventually drain the water 
from the fountain—the life of the city! Again, Devon went to the 
enchantress for advice. 

“Its essence is attraction,” Aziza said about the water elemental. “It 
is vulnerable to air. You cannot touch it when it is in the fountain. You 
may be able to attract it to another water source and contain it.” 

Air? He had a bellows full of air! 


The Water Elemental 


Devon approached the fountain carefully. An immense waterspout 
twisted and spun about the fountain, sucking the water from it and 
growing larger by the minute. Though the creature had within it the 
power to destroy the city, still, it was strangely beautiful. Surely, there 
would be a useful purpose for such a creation. He dropped one of his 
waterskins, then pulled out the bellows and used them to blow the air 
elemental into the fountain. The windstorm tore at the water elemental, 
threatening to blow it apart. The water elemental jumped into the 
safety of Devon’s waterskin. 

Now to release the dervish’s caged beast in the desert. 

He went to the Apothecary and gave Harik the griffin feather and 
the fruit from the plant woman. Harik made up a few doses of the 
dispel potion for Devon. 


The Caged Beast 


Devon filled up his waterskins and went back into the desert. When he 
found the caged beast — the time in the desert was taking its toll on the 
creature —he gave it food and water. While it was distracted, he went 
around to its back and plucked a hair. He dropped the hair into the 
dispel potion, then gave it to the beast. 

The beast turned to... 

“I don’t know who you are or why you saved me,” said a mean- 
looking, not-too-grateful fellow. “I am Al Scurva, apprentice sorcerer. 
Don’t expect to get rewarded. My master transformed me into that 
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monster and left me to die. Do not go near Ad Avis unless you have 
some spell of protection. If he throws a spell at you, you will either be 
his willing servant or be transformed into a creature most resembling 
your soul. There is some major ritual he has planned for when the 
moon rises between Scorpion’s Claws and the Dragon’s Teeth. If he 
succeeds, it would be best not to be in this land. I won’t be. Ad Avis 
awaits you in Raseir.” With a wave of his hand, Al Scurva disappeared. 
There was nothing left to do but go home. 


th oh ob 


He stopped by the guild hall—a workout with Uhura always made him 
feel better. She told him that a note was left for him on the door — 
stuck with a knife. 

Tomorrow night is your last night (said the note, in the same 
illegible scrawl as the first one). You'll get your final orders then. Be 
seeing you. 
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th hb ob 


Abdulla joined him for supper that night, but could shed no light on the 
mysterious Al Scurva or Ad Avis. 

“The Enchantress Aziza sends you this message of gratitude and 
requests that you visit her home tomorrow,” said Shameen in the 
morning. 

As she served his breakfast, Shema suggested that Devon visit 
Sashanan the jeweler in the palace plaza today. 


hb hb b&b 


“It is said that Uhura has a message for you as well,” Shameen called to 
him as he left the inn. 

“This time the note be stuck to the door with an old sword,” Uhura 
said as soon as he entered the guild hall. “Tell your friend I will show 
him where to stick it the next time.” 

This note said: At nightfall, go to the door at the end of Askeri 
Darb. 


th db cb 


Devon went to see the jeweler, who offered him a sapphire pin in 
appreciation of the defeat of the elementals. Devon thanked the Katta 
and pinned the gift to his lapel. 


hh db b&b 


That night, Devon left the inn and went to the fighter’s plaza, then 
went north onto Saif Darb. He turned left onto Askeri Darb. At the end 
of the street was an open door. “Enter the darkness,” boomed a loud 
voice. Devon drew his sword and carefully entered the dark room. 

Something rustled at his side. “Stand where you are,” the voice 
bellowed in the darkness. “You now face the most important decision 
of your life . . . are you a man, or a coward?” 

Heavy footsteps approached him, and before he could move, he 
was grabbed from behind. Someone stripped him of his equipment and 
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dragged him roughly across the floor by his arms. With a heavy 
“clank,” he was shackled to a cold stone wall. 

The torches were lit. He was alone in a large room. His equipment 
was thrown in the corner on the other side of the room, next to a 
doorway. “You have 10 seconds to retrieve your weapon,” the voice 
said. “One...two...” 

Devon used all of his strength to break the thick chains as the 
seconds passed. 


“".. seven... eight...” Devon struggled furiously at the chains. 
A bedouin fighter appeared at the doorway, wielding a huge scimitar. 
Ge lines ss 


The fighter approached and raised the razor sharp weapon high 
above his head. 

“Ten!” 

Devon broke free of his bonds, dodging the deadly blow of the 
scimitar. He needed to get his equipment. Dodging the fighter’s strikes, 
he took a few bloody blows before managing to dodge to the right and 
run over to retrieve his sword and shield. 


142 


Part Two Trial by Fire 


The fighter was highly skilled, and Devon fought carefully, dodging 
and parrying as best he could, striking only when it seemed certain his 
blade would hit. Finally, the fighter fell unconscous to the ground. 

“Now — finish him off!” called the voice. “Kill him!” 

“Kill him!” yelled a chorus of unseen voices. 

“No!” said Devon. And he spared the life of his helpless opponent. 

Issur the weaponsmith entered the room. “Even when you win, you 
don’t have the guts to finish the task. Never show mercy to an enemy. 
Isn’t that right, Walid?” The defeated fighter stood up. 

“You have been tested to prove yourself worthy to join the Eternal 
Order of Fighters.” 

Familiar guards and fighters whom he had seen on the streets of 
the city entered the room. 

“You can fight, you’ve got some guts, but you can’t obey a simple 
order. We figured we’d let you join EOF even though you failed. You 
are now a brother saurus!” 

They showed him the secret handshake, told him the secret 
password (Might is Right!), and presented him with the secret 
membership token. He paid the membership fee —and the celebration 
began. 

He awoke the next morning with a terrible headache, unable to 
remember the party or how he made it back to his own room. It wasn’t 
at all what he thought being a hero should be. 


th hb ob 


After breakfast, the gate guard again reminded Devon that the caravan 
would leave for Raseir before dawn the following morning. 


th hb ob 


When he arrived at the guild hall for his morning practice, Rakeesh was 
there to congratulate him on his success in Shapeir, and to wish him 
well in his journey to Raseir. He offered to spar with Devon—a great 
honor indeed. 


143 


Quest for Glory The Authorized Strategy Guide 


He paid his last visit to the beautiful enchantress, Aziza. She 
congratulated him on saving the city, and told him that she had some 
information to share with him about his trip to Raseir. 

“Gronk!” The unmistakable honking of his pesky saurus blared 
through the door. 

“Welcome, stranger,” said Aziza. Devon wrinkled his forehead — 
was she crazy? “I shall be honored to have you as a guest.” 

The three of them sat around Aziza’s special table. 

“You are obviously enchanted,” she continued, “so we need to see 
your true form.” 

Enchanted! Of course! 

She wove her spell around a pool of water in the center of the 
table. “Look into the water,” she told the saurus, “and we shall see your 
true form.” The saurus peered into the pool—and the Emir Arus al- 
Din peered back. Devon and the saurus jumped back. 

Aziza cast another spell at the reflecting pool to see the form of the 
caster of the Emir’s enchantment. A dark, sinister face appeared for only 
an instant, then disappeared in the ripples of the water. Though he could 
not make out the face, Devon knew he would never forget the eyes. 

“You must take the caravan to Raseir,” said Aziza. “I will keep the 
Emir with me while you find the means to restore him.” 
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It was time to prepare for his trip. He checked his supply of pills 
and stocked up on those on which he was low. 


+ hb tb 
He bought more oil. 


hh hb b&b 


He filled his waterskins at the fountain and returned to the inn in plenty 
of time to hear the sunset poetry of Omar. 

Omar presented him with a generous gift on behalf of the sultan 
and wished him well in Raseir. Devon thanked him, and sat down to 
hear the tale of his adventures in Shapeir related to him in Omar’s own 
poetic way. 

The following morning, Shameen and Shema woke Devon with 
news that the caravan would soon leave for Raseir, and handed him 
some supplies. The inn was filled with Katta merchants who wished 
him good luck. As he passed through the gate of the city, the guard 
presented him with a gift from the sultan —a new saurus. He joined the 
mass of saurii and riders on the road to Raseir. 
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The City of Raseir 


After an exhausting week of travel, the citadel of Raseir was finally 
visible on the horizon. Devon left the caravan — it was only passing by 
Raseir on its way to more attractive destinations—and entered the 
northern gate of the city. 

Four surly guards accosted him, threatening him with prison if he 
did not obey the rules. “Rule number one,” said the leader, “always 
carry your visa.” He threw a sheet of paper in his face, and the guards 
left him. The plaza reminded Devon of the gate plaza of Shapeir, only 
this one was cracked and in terrible disrepair. Raseir was miserable 
indeed. The sign of the Blue Parrot Inn beckoned him inside. 


The Blue Parrot Jnn 


The inside of the bar was even worse than the plaza—made more 
depressing by the expired namesake of the bar hanging from its former 
perch. The rude remarks of the bartender aimed at Devon were 
tempered by the seemingly friendly invitation from a man in an odd 
tasseled hat. 
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“Come here stranger. I see you have already made the 
acquaintance of Khaveen, our illustrious Captain of the Raseiran 
Guard. Come here, sit down, and let us have a little chat you and I.” 

He introduced himself as Signor Ferrari. He put his arm around 
Devon and lowered his voice. “You look like a man with a mission. | 
like that in a man. But a word of caution: do not try to change things 
here too quickly. You will find that the system is not so bad once you 
get used to it. Altering the system would be very dangerous. You could 
be very dangerous. But enough of that. Perhaps we should share a 
drink in honor of our new relationship. Coffee or a djinn sling?” 

Devon hesitated, then said he’d have coffee. 

“Excellent!” smiled Ferrari. “Let us drink to our fortunate meeting!” 
Devon sipped the bitter coffee, wincing at its strange aftertaste. For a 
moment, he was slightly dizzy. 


th bh cb 


He shook the feeling away, talked a bit more with Ferrari, and left the 
inn. 
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I 


He became vaguely aware that Ferrari was questioning him thoroughly 
and that he was answering him, telling all about his adventures, 
especially in Shapeir. After a while, he developed a headache, and 
Ferrari frowned. Devon left the inn. 


bh hb & 


He wandered the streets of Raseir. The city appeared to be the mirror 
image of Shapeir. He discovered that if he held his Shapeir map upside 
down, it became a map of Raseir. His compass was invaluable in the 
maze of musty streets. There were no street signs to help guide him — 
they had all been replaced by notices such as: 


Rules must be obeyed! 
and 
You are being watched. 


Due south from the gate plaza was the fountain plaza. Like the 
streets themselves, the fountain plaza was the exact opposite of the one 
in Shapeir. Nothing remained of the fountain but the cracked tile of the 
dusty basin. Two of the four archways were boarded up, with signs 
proclaiming 


The smuggling of water is a capital crime! 
and 
Curfew is at sunset! 


At sunset, he returned to the Blue Parrot Inn. Ferrari was still there, 
and he invited Devon to sit. “As you know,” said Ferrari, “the old Emir 
was replaced by his brother last year. Raseir was once much like 
Shapeir —that has changed with the coming of Khaveen and his 
master. A new order has been established. The weak have perished or 
fled. Only the strong who adapted remain. Those that could not adapt 
were destroyed. You are strong— but are you adaptable? It would be a 
great shame for you to end up in Khaveen’s dungeons. But enough of 
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that! I would like you to meet someone. Ugarte,” he waved at his heavy 
friend at the bar. “Ugarte, meet Devon.” Ugarte approached the table. 
Ferrari explained that his friend provided an invaluable service 
obtaining things that were unobtainable — like water. 

“For a nominal fee, of course,” added Ugarte. “In fact, I have some 
information for you.” He held out his hand. 

Devon paid his price, and Ugarte said: “Khaveen told his men to 
watch you at all times. You should be aware that Khaveen does not 
usually greet strangers at the gate — you were expected.” 

“Why should he be interested?” asked Ferrari. Devon knew that 
Ferrari was not referring to him. 

“There is a little matter of a prophecy to be fulfilled, and this one 
may be the one,” said Ugarte, and he left the bar. 


th hb b&b 


Devon made the secret thieves’ sign. Ferrari informed him that he, 
Ferrari, was the thieves’ guild in town. “Don’t even think of using your 
skills without talking to me first,” he said. 


I 


Devon endured the company of Ferrari until nightfall, when the vermin- 
ridden sleeping rooms were finally opened for the night. Devon walked 
to the bar and discovered that he could purchase a limited amount of 
tepid water for 50 centimes a glass. Then he went to bed. 

In the morning, the bartender informed Devon that Signor Ferrari 
would be back that evening to talk to Devon. Devon ordered a glass of 
water, then left the inn. 

Several people were gathered in the southern part of the fountain 
plaza. Ugarte was being arrested by Khaveen and his guards for water 
smuggling — indeed, they discovered Ugarte’s hidden waterskin while 
Devon watched. As the guards dragged Ugarte away— apparently to 
the dungeons of the palace—Ugarte begged Devon to help him, but 
the plaza ruins were filled with Raseiran guards. Devon tried to follow, 
but two guards blocked his way. 

He headed back to the gate plaza. A woman peeked out from an 
alleyway, imploring him to follow. 
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The harem 


Devon followed her into a brightly colored room. 

“I need your help,” the woman said. “I must leave the city before | 
am forced to marry Khaveen. I have heard you are a hero. With your 
help I can be out of the city before nightfall. I wish to disguise myself as 
you and leave with your visa, so please, let me exchange clothes with 
you. 

“Who are you?” asked Devon. “What is your name?” 

“My name is Zayishah, daughter of Emir Ali al-Din Hasan.” 

“The brother of the missing Emir al-Din?” 

“My father would never overthrow his brother, no matter what foul 
rumors you have heard. My father is just a puppet for Ad Avis.” 

“Tell me about this Ad Avis.” 

“I hate him more than Khaveen.” Zayishah scowled. “It is he who 
destroyed my Uncle Arus and made Raseir the terrible place it is. Ad 
Avis was my uncle’s vizier. He has only two passions: complete power 
and complete control. He will stop at nothing to gain them.” 

“Do you mean magical power?” 

“He is a master of magic and exults in showing off how powerful 
he is. He has boasted that soon he will have the power to rule the 
world.” 

“What about Khaveen?” 

Zayishah’s lower lip trembled slightly. “He is a brutal man. I do not 
like the way he looks at me. One day, he took my father and me down 
to the dungeon to watch the torturing of prisoners. He had the same 
look then. I will not marry him.” 

Devon glanced around the room. 

“How did you come to end up in a harem?” he asked. 

“All the women must stay here now, hiding their faces behind 
veils,” Zayishah said miserably. “Did you know it is forbidden for a man 
to speak to a woman unless she is his mother, daughter, or wife? It is 
Ad Avis’s doing.” 

Devon pulled from his pack the spare clothes that Shema had given 
to him for the trip, and gave them to Zayishah. She ducked behind a 
gauzy curtain to change. When she emerged, she looked just like 
Devon! 

“Do you think this will fool anybody?” she said, spinning around. 
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She asked for his visa, so that she might exit the city gates, and he 
gave that to her as well. She handed him a mirror. “Show it to any 
woman in the palace and she will aid you,” she said. She slipped out 
into the streets. 

Devon waited a few minutes before leaving himself. The servant 
woman, Mayzun, who had observed the encounter, offered the palace 
harem to him as a safe haven for the night. “I shall tie a veil from the 
battlements to guide you.” 

At sunset, Ferrari was indeed at the inn. He claimed that the arrest 
of Ugarte was just a performance staged entirely for Devon’s benefit. 
Khaveen had known about Ugarte’s water smuggling for a long time. 


th hb b 


“As I have said before,” said Ferrari, “there is no room for amateurs in 
this city. If you are as skilled as I have heard you are, I may have a job 
for you. But first, you must prove yourself. Are you willing to do me a 
small favor?” 
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The thought of doing anything for this loathsome man made Devon 
queasy, but he could not afford to make any enemies in this town. He 
nodded at Ferrari. 

“Good. I want you to bring me a small ornament —a black falcon. I 
am an admirer of birds, you see. Look for the first unbarred window in 
the fountain plaza. The bird is kept in a locked cabinet inside. To get 
past the guards outside the inn, you have only to make the sign. 
However, any other guard you meet will not be so discreet. If you are 
caught, understand that I will know nothing of your actions.” 

At nightfall, Devon left the inn and made the sign to the guards. 
He sneaked to the fountain plaza, hiding from a passing guard. He 
used his magic rope to lift himself up to the second story window. 

He entered a bedroom. Someone was in the bed. Whoever it was, 
he was a fan of weapons—the walls were full of them. Devon sneaked 
past the bed toward the cabinet. The old floorboards creaked, the 
sleeping figure stirred . . . it was Khaveen! The old tassel-hatted Ferrari 
had sent him into Khaveen’s bedroom! Devon held his breath for a 
moment, not twitching a muscle, and Khaveen turned over. Devon 
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made it to the display cabinet that held the foot-tall statue of Ferrari’s 
desires. He oiled the hinges and picked the lock. Grabbing the heavy 
bird, he sneaked out of the room and back to the Blue Parrot Inn. 

“Do you have it? Do you have the bird?” Ferrari was breathing 
heavily. 

“Yes.” 

“Bring it here quickly! Bring it to me!” Devon gave him the bird. 
“Do you know what we have here?” Ferrari said, as he admired the 
statue. “The sole reason I am in this desert country. For 17 years I have 
sought the black bird. I alone knew that this bird was worth a sultan’s 
ransom.” 

Ferrari turned the bird over in his hands, frowned, then threw his 
head back and laughed a laugh that set Devon's teeth on edge. 

“Well. It seems the joke is on me. This is not the real falcon. There 
were four made — only one had any value. It seems I must continue my 
search. If you could curb those hero tendencies of yours, you’d make a 
great partner!” 


th hb hb 


Devon went to bed. 

Silence fell over the bar as he emerged from his room the next 
morning. “It has been a pleasure dealing with you sir,” said Ferrari. 
Devon tried to talk to Ferrari, but he ignored him. Devon stood at the 
bar, aware that all eyes were upon him. He ate one of his rations and 
drank another 50-centime glass of water. A knot formed in his gut. 

He left the inn and was immediately grabbed by two powerful 
guards. Khaveen marched up to him. 

“You are under arrest,” said Khaveen, “for breaking the law of 
Raseir on this day, the 29th of the Serpent, Year of the Djinn. Come 
quietly, or you will be taken by force.” 

He was dragged through the grimy streets, past the gates of the 
palace, and into the dungeon. 


The Dungeon of Raseir 


Under the lone tiny window of the dark stone cell sat a Katta, cross- 
legged on a pile of straw. Devon stood up shakily; he ached all over. 
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The guards had roughed him up and thrown him face first into the cell. 
His equipment was just out of reach. In fact they had taken everything 
from him except his clothes. The sapphire pin was still on his lapel. 

He asked the Katta his name, but the Katta simply stared back at 
him. Devon could see that the Katta had been through at least as rough 
a treatment as he had been . . . there was no reason why this fellow 
should trust him. He told him about Shapeir and about his friends 
Shameen and Shema. The Katta eyed him suspiciously. 

“See,” said Devon, “one of them even gave me this.” He showed 
the sapphire pin. 

The Katta stood and smiled. “A pin like that can only be seen by a 
friend. It is Katta magic. You must be very trusted by my people to gain 
such a thing.” 

Devon asked him his name. “Sharaf,” replied the Katta. 

“Sharaf! Shema’s cousin!” 

“When you spoke of her, I thought Khaveen was playing a trick.” 

“You recognized the pin?” 

“The guards did not take it from you because they can not see it 
while you are wearing it. Only a friend or one who would be your 
friend can see it.” 

Devon examined the cell: heavy iron bars set in stone; simple key 
mounting; reinforced vent ducts. “If I can get us out of this cell, can you 
help us escape?” 

Sharaf pointed at the stone wall outside the cell bars. “There is a 
concealed passageway over there. I have helped others escape by the 
passageways before, but this is the first time I have been trapped in a 
cell. 1 am not easily captured.” 

“How were you captured?” 

“A former member of the underground betrayed us.” 


bh hb & 
Devon used all of his strength. He pushed the door, breaking it down. 
eb hb & 


Devon opened the door with a wave of his hand. 
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eb hb b&b 
Devon used the sharp point of the sapphire pin to pick the lock. 
he ch tb 


They hurried out of the cell. As Devon gathered his equipment, Sharaf 
found a loose stone in the wall. Devon moved the stone back and they 
entered the passageway. Sharaf lead the way through the dark 
cramped tunnels and into the streets of Raseir. 

Sharaf warned that the underground planned an attack on the 
palace the following evening. He pointed the way to the Blue Parrot 
Inn, reminded him to be wary of guards, and then scurried off. 

Using his compass and upside-down map of Shapeir, Devon made 
his way back toward the gate plaza. Suddenly, he couldn’t move. A 
man stood before him, speaking in a low, pleasant voice. He had the 
voice of a snake, and eyes to match. The eyes! He had seen them 
before! 

“Devon, I am your friend. Remember your friend, Ad Avis. 
Remember my voice. Remember my face. Trust me, I am your friend.” 

Devon struggled to avoid the eyes—the eyes he had seen in the 
reflecting pool at Aziza’s house on his last day in Shapeir. 

“Devon, | am your friend. I am your friend, and you trust me. Trust 
in my words. Trust in my eyes. Look in my eyes and trust me.” 

For only an instant, Devon’s gaze met the steely eyes of Ad Avis. 
He could not look away. He felt his body relaxing, his mind becoming 
at ease. 

“Devon, obey your friend, Ad Avis.” 

Yes, this was a friend. What gentle eyes. What a warm smile. 

“Devon, you know me. I helped you escape from the dungeons. 
Together we seek to aid our friend, Emir Arus. I was his trusted vizier, 
remember?” Devon nodded. 

“To end the evil reign of Khaveen and restore our friend to the 
throne, together we must go into the desert and journey to the 
Forbidden City. We must recover the magic item that will break the 
spell upon the Emir. We need to get the statue of Iblis!” 

He had heard about the statue. But what was it? 
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\) 


fF, 


a 


Iam your friend, and you trust mie. 


“You remember the statue of Iblis, don’t you? It has remarkable 
powers. We must take it to Arus.” 
Ad Avis put his arm around Devon, and Devon smiled. 


The Forbidden Cify 
The Door 


An instant later, they stood in the light of a full moon before the ruins 
of what must have once been a great city. It looked as though it had 
lain crumbling for centuries. 

There was a door among the ruins, on the side of a hill. It was 
decorated with patterns of rubies and sapphires that shone like stars in 
the light of the full moon. 

Ad Avis cast a spell on it. It rumbled and shook but remained 
sealed. “Try the door now!” he ordered. Devon tried to open it. “No, 
no, go through it!” he ordered. Devon blinked at him. 

“Oh, get out of the way!” He began to pace. “I cannot be 
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mistaken. My translation of the prophecy must be correct. It must be 
you!” He cast a spell at the door again, and again it remained sealed. 
“This is the prophecy: 


For one thousand years and a year, Iblis will be bound; 
beneath the tombstones of the city that he once did 
found. 


It has been exactly 1001 years. And we are standing at the 
Forbidden City, there is no doubt of that. 


Then comes a hero from the northland, led unto 
despair; passing through the door unopened, that he 
will find there.” 


He looked at Devon. “You are the only hero I have found lately. 
And I have no doubt you will despair before I am through with you. But 
why can you not pass through the door? 


When the moonlight shines between the Dragon’s jaws 
and is caught and held there by the Scorpion’s claws.” 


Ad Avis looked up at the dazzling sphere in the sky. “The moon!” 
he cried. “The moon is not due to rise between those two constellations 
until tomorrow! How can I be wrong?! I will not be denied!!” He 
raised up his arms in a mighty gesture. The door and the hillside shook 
violently, but to no avail. 

“No, I cannot be wrong. It did not say a thousand and one years 
and a day. But how can the moon be where it cannot be? You! You're 
the hero. Answer me how the moon can be between the Dragon and 
the Scorpion?” 

Devon looked closely at the door. The jeweled patterns looked 
awfully familiar to him. He thought he might have figured it out when 
his good friend Ad Avis said it first: 

“Door with stars . . . constellations! The scorpion and the dragon 
are on the door! It must be when the moon shines upon the door that 
you may pass through it. But the moon is behind the door, not in front 


And Devon suddenly knew exactly what to do. Without a word, he 
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found in his pack the mirror that Zayishah had given him. He used the 
mirror to reflect the moonlight between the jeweled constellations. The 
door sprung open. 

“At last!” said Ad Avis. “Here is the rest of the prophecy, Hero: 


And at last the hero he-who-waits-behind shall see; 
while Iblis rises by the dark one and the light shall flee. 
By the name of Suleiman, so shall this be! 


Now you know all you need to know. Go in there and bring me the 
statue of Iblis!” 

Happy to oblige his friend, Devon passed through the door and 
into the Forbidden City. 


The Air Chamber 


He stepped down into the cold darkness of a deep cave. The door shut 
behind him, blocking out the light. He could see nothing but blackness 
and a red glow from the chamber beyond. Sounds of squalling wind 
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blew around him. There was only one thing on his mind: to get the 
statue of Iblis. He felt through his pack until he found his lamp—the 
one carrying the essence of fire elemental—and he used the lamp to 
light his way through the depths of the cavern. 

The wind blew stronger. The air was being quickly sucked from the 
caverns, pulling at him so strongly he could not break free of the force. 
He turned and walked to the chamber on the left—the origin of the 
wind. 


The Water Chamber 


The familiar sound of raging water greeted him as he walked into the 
chamber. An above-ground river emptied into it, forming a waterfall. 
Old logs and other river debris tumbled down the falls, flattened out for 
a bit, then continued to the jagged rocks far below the cavern. On the 
other side of the flowing water, he saw the hole in the rocks through 
which the air was howling. There was only one way he could think of 
to cross the rushing water. He walked to the water’s edge and jumped 
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onto a floating log, balancing on it until he reached the other side. He 
jumped onto a finger of land seconds before he and the log plunged 
onto the rocks below. He approached the airhole. The wind was so 
strong he nearly was sucked in. 


th hb cb 
He used his strength to knock down some rocks and block the hole. 


I 


He cast a force bolt at the rocks above the hole, and they tumbled 
down to block the wind. 


th ch cb 
He used his thieving tools to knock rocks onto the hole. 


th hb b&b 


The wind died down. He filled his waterskins at the falls and noticed 
that there was a natural stone stairway that led up the side of the 
waterfall to a narrow ledge behind it. He walked out of the chamber. 
Without the wind to hold him back, he quickly searched around the 
cavern and discovered that the only way to go farther was to cross 
through the far cavern, whose red glow he saw before he lit his lamp. 


The Fire Chamber 


The cavern glowed bright red from the molten rock that spewed from 
the bowels of the earth through several geysers. The hot air sucked the 
moisture from his body. He smelled brimstone. He watched the 
sequence of the exploding geysers. He used some of his water to 
protect his body; then he ran through the geysers, zigzagging back off 
to the left, trying to time the sprays of fire, but still suffering some 
burns. Halfway through, he had to splash more water on himself as he 
dodged the deadly geysers. Finally, he reached the doorway. 
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The Earth Chamber 


The cool darkness of the next cavern was a relief. He took a healing 
pill and was grateful that he had thought to fill his waterskins at the 
falls. In the lamplight he could see an ancient door across the earthen 
cave. Separating him from the door was a steep cliff. 

hh ch ob 
He jumped off the edge of the cliff, landing in a perfect roll. 

th dh 
He reverse levitated down to the ground. 

th ch ob 


He used his rope and climbed down. 


th ob ob 
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He approached the massive door. A deep, echoing voice said: “None 
shall enter, none shall pass, but he who speaks the name of power.” 
The name of power? There was a name that Ad Avis spoke when he 
finished the prophecy. By the name of... 

“Suleiman!” he shouted. With a thunderous boom, the great stone 
door opened. 


The Treasure Room 


Unspeakable amounts of treasure —gold and coins and jewels —lined 
the walls of the cavern. But none of it mattered. All that was important 
now was finding the statue for his friend Ad Avis. He passed through 
the cavern and into the doorway at the end. 


Jblis’s Room 


He stepped into a roundish chamber roughly cut into the stone. It was 
dimly lit by a glowing crystalline object atop a strange swirling structure. 
Devon climbed up the corkscrew mound. The door to the chamber 
closed. 

From within the statue of Iblis, a dark, shapeless form stirred. 
Devon reached for it . . . but was suddenly unable to move. “Fool!” Ad 
Avis suddenly stood before him in the cavern. “Some hero you are! A 
pawn of the very man you sought to destroy! I now have that through 
which I can summon the greatest destructive power ever known— 
Iblis!” He picked up the statue and held it aloft. 

“Tonight, as the moon rises between scorpion’s claws and dragon’s 
teeth, I shall begin the ritual —I shall control Iblis — and the world! You 
shall remain behind in this tomb. You shall be ‘he-who-waits-behind.”” 

Lightning bolts shot from his fingertips at the rocks above the 
chamber door. Boulders crashed to the ground, and the vibrations 
knocked Devon off his feet. “Farewell, Hero!” Ad Avis disappeared, 
taking the statue with him. 

The fuzziness in Devon’s head was finally gone, and he knew all 
too clearly the consequences of what he had just done. The names 
Suleiman and Iblis had sounded so familiar to him because he had read 
about them in Shapeir. Iblis was a powerful djinn. A thousand years 
ago, Iblis tried to lure the other djinn of the world to obey him and help 
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him to rule the world. He built an immense city near the twin cities of 
Raseir and Shapeir. The Sultan Suleiman called upon the djinn still loyal 
to him, and waged war upon Iblis’s city—the city in whose ruins 
Devon was now hopelessly trapped. The sultan defeated Iblis, 
containing him in the crystal statue. But now, Ad Avis threatened to 
release the awesome power of the evil djinn from the statue —and rule 
the world. 

Devon walked toward the door — permanently blocked by tons of 
rocks and earth. But in the lamplight, he saw a glint of light nearby in 
the darkness. As he looked at the glint, he found a small gold ring 
atop the point of a stalagmite. Inside was the inscription “He Who 
Waits Behind.” He put it on. A quiver ran through his finger, up his 
arm, and through his spine. Pink smoke poured from the ring and 
formed a shape a few feet away. It said to him: “I may grant you three 
wishes, Oh Master of the Ring. What is your first wish?” 

“How did you get in the ring?” 

“I'm the djinni of the ring,” said the smoke, “Suleiman asked for 
someone to stay behind and guard to make sure Iblis didn’t escape. | 
volunteered. All the other djinn laughed at me because I am not very 
good at magic, but not Suleiman. He said fine, and let me be he-who- 
waits-behind.” 

“What sort of wishes can you grant?” 
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“I can get you anything you want, as long as it is health, prowess, 
or teleporting you to Iblis.” 

“Prowess?” 

“I can give you the ability of 10 men at any skill you want to 
improve upon. You have but to wish for strength, magic, intelligence, 
stealth . . . you get the idea.” 

Devon considered his options, then he said: “You can teleport us 
out of here?” 

“I am supposed to make sure Iblis is returned to the Forbidden City. 
I do have enough magic to take you with me to where Iblis has been 
taken . . . I think.” 

Devon had pills of healing to give him health. That left two wishes 
with which to improve his skills, and one wish to teleport to Iblis. 


th hb ob 


He wished for strength and for added skill with the use of weapons. 
He felt a rush through his body. He drew his sword and waved it about. 
Yes, he indeed felt that nothing could stop him! 


a 


He wished for magic and intelligence. He felt a surge of power 
through his body, and he knew that he was now much more powerful. 


th hb b&b 


He wished for agility and stealth. He felt lighter on his feet, more sure 
and confident. 


a 


He wished to be teleported to Iblis. The djinni recited his incantation 
and a dizzy moment later, Devon was standing in the Raseir palace 
plaza. The full moon still shone brightly. The djinni told him that this 
was as close to the statue as he could get. “There are some very 
powerful spells coming from the palace —we don’t have much time!” 
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Riaseir Palace 


Devon heard a whisper from the alleyway. It was Sharaf. “Friend! What 
magic you have at your command! The underground is prepared to 
attack the palace. If you need to enter there, we will provide some 
distraction for you. However, you must hurry! We are prepared for 
battle!” Sharaf slipped away. 


The Palace Gates: 


Two guards were posted at the palace gates, and a eunuch patrolled 
the parapet above. 


I I 


Devon charged up to the gates and attacked the guards, striking them 
down easily. The eunuch screamed wildly for help at the gate, and 
Devon rushed to open it. He entered the palace. 

“Hurry, Master!” The djinni appeared before him and led him 
racing through the palace passages. 


i 


Devon immediately dazzled the guards and the eunuch. As they 
screamed and clawed in front of them, he cast open upon the gate and 
entered the palace. 

“Hurry, Master!” The djinni appeared before him and led him 
racing through the palace passages, ducking guards. 


i I 


Devon sneaked through the shadows along the wall towards the gate. 
On the left side of the parapet, tied to a post, was a gauzy bit of cloth. 
Mayzun’s veil! The harem must be behind the parapet! Devon sneaked 
to the wall. When the patrolling eunuch’s back was turned, Devon used 
the rope to climb over the wall and he turned left into the amply staffed 
palace harem. Mayzun welcomed him inside. 
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“It is the one who exchanged clothes with Zayishah!” she 
exclaimed, to the admiration of the others. “Quickly, you must hide 
behind the curtains before Abu passes!” 

Abu, the eunuch, passed the open harem windows as he marched 
the parapet. Devon ducked behind the drapes each time the eunuch 
passed by. 

“The Dark One can be seen from the balcony off the next room,” 
said Mayzun. “All are forbidden to watch what he is doing. If you wish 
to get to the balcony, you must sneak through the next room. We will 
distract the eunuchs. Quick, hide! A guard approaches!” 

“There is an uprising in the city! People are trying to break down 
the gate!” the guard shouted. 

“Then you'd better return to the battlements to protect us!” said 
Mayzun, and the guard left. 

When Abu was again out of sight, Devon sneaked to the next 
room— apparently the eunuch break room —and hid behind the 
fountain. One eunuch sat at a table, another dozed harmlessly across 
the room. Mayzun called into the room for help. The conscious eunuch 
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rose to aid her, and Devon sneaked to the table, ducking when the 
patrolling Abu walked by, then sneaked to the entrance of the balcony. 

High across the streets of the city, Ad Avis could be seen in an 
open windowed room performing his evil magic, his back to Devon. A 
deadly gap separated the balcony from Ad Avis’s room. 

“Hurry, Master!” The djinni appeared. “There are only two candles 
left!” 

Devon pulled out his magic rope and strung it across the gap. He 
eased across the rope. 


a 


The Antechamber 


Khaveen was complaining to a guard. “The people of the city are 
revolting, and Ad Avis has to choose this time of all times to do some 
sort of magical ceremony. I am ordered to guard this door when I 
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should be out leading the troops. A pox upon the head of all magicians. 
“You will have to give the orders. Let no one into the palace. If a 
single person gets past you, I will have your head.” 
The guard left, and Khaveen headed back to guard the door. 


a 


Devon jumped from the balcony. 

“So, you have escaped! It would seem Ad Avis does not know 
everything. Good. I have been waiting for this moment.” 

Khaveen was an excellent fighter—the most challenging Devon 
had ever encountered. He knocked Devon’s sword from his hand. 
“Yield and I may consider sparing your life.” Devon quickly picked up 
his sword, and they continued the fight until he sent Khaveen’s sword 
sailing across the room. 

“Yield!” cried Devon. 

“Never!” said Khaveen. Devon told Khaveen to get the sword, and 
they fought until Khaveen finally collapsed in a heap without so much 
as a dying word. 
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He swallowed pills of healing and a vigor pill as he bounded up the 
steps to the door. He tried to open it and was knocked cold for a 
moment. His head swimming, Devon forced the door open and 
entered the room. 


th bob 


After the guard left, Devon cast calm and Khaveen left the room. 
Devon reverse levitated down to the room, climbed the steps, and 
magically opened the door. He entered. 


th tb cb 


Ritual Chamber 


Ad Avis stood in a circular room, surrounded by open windows 
overlooking the city far below. A statue of a gargoyle stood near the 
door. In the center of the room, in a painted six-pointed star, rested the 
statue of Iblis. At each point of the star was a candle, four of which 
were lit. Ad Avis stood in back, chanting intensely at the statue and the 
star, his robes flying about him in the screaming wind. Devon finally 
understood the nature of the prophecies, and of his fortune. If Ad Avis 
succeeded in lighting the last candle, the spell would be complete, and 
the evil Iblis would be free to reign terror upon the land. 


th bh bb 


As Devon ran into the chamber, the stone gargoyle burst into life and 
grabbed at him. He narrowly escaped. He ran to the unlit candle and 
kicked it over. “You have destroyed the spell!” Ad Avis screamed, and 
with his bare hands, fired searing bolts of lightning at him. 

Devon ran around the star, then directly at Ad Avis, enduring the 
screaming pain of the bolts. As he ran directly at the evil wizard, he 
knocked over a cauldron that had been by his side. It exploded in 
flames. Devon ran through the flames, knocking Ad Avis through the 
window and plunging toward the pavement far below. 
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th hb b 


As Devon ran into the chamber, the gargoyle burst into life and 
grabbed at him. He narrowly escaped. He cast trigger at the statue and 
turned it back to stone. He fetched the unlit candle. “You have 
destroyed the spell!” Ad Avis screamed. Devon ran to the bottom of the 
pentagram — directly across from Ad Avis—and cast a force bolt at 
the left wall near the door, bouncing off the fiery cauldron. The 
explosion knocked Ad Avis through the open window and he plunged 
toward the pavement far below. 


hb hb ob 


“There is magic upon the perimeter of the room, which prevents you 
from entering,” warned the djinni. Devon stood on the narrow ledge. 
Holding onto a pillar, he pulled a dagger from his pack and threw it at 
one of the unlit candles, knocking it over. 

“No!!” screamed Ad Avis, and reeled back his hand. Devon ducked 
the ball of fire flying towards him. Devon made his way across the thin 
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window ledge towards the pillar nearest Ad Avis, ducking whenever the 
evil wizard fired at him. When he reached the pillar, he threw his 
daggers at his enemy— until Ad Avis fell through the open window and 
into the plaza below. 


th ok ob 


The djinni took Iblis back to its resting place for another thousand and 
one years. 

With the help of the slave woman Mayzun, Devon found the Emir 
Ali al-Din Hasan hiding in his bedroom. With some urging, the Emir 
swore he’d restore the city. By the first light of dawn, the Emir ordered 
all fighting to cease and proclaimed the evil rule of Ad Avis and 
Khaveen over. As the Emir began his incredibly dull speech, Devon 
slipped away. 

He stood by the dry, cracked fountain that had once been the life 
of the city. He held in his hands the waterskin containing the water 
elemental he had captured in Shapeir. It seemed like so long ago. He 
released it into the fountain. Water tentatively trickled from the 
fountain, and then the fountain and courtyard sprung to life with the 
magic of the water elemental. 

Shameen and Shema and Ja’ Afar, the pleasant companion of 
Omar the poet, swooped into the plaza on the sultan’s magic carpet. 
Devon was expected at the palace in Shapeir. 


The Palace of the Sultan 


Inside the beautiful palace, all of Devon’s friends had gathered. Amidst 
the great pillars, tapestries, and carpets, the hall was packed with his 
friends. 

“Devon,” said Ja’ Afar, “you shall stand before the Sultan Harun al 
Rashid (may he reign forever!) to be judged. Who shall speak for the 
stranger of the north?” 

His friends came forward and all spoke in turn of the heroism, the 
generosity, and the kindness of their hero. Shameen and Shema 
recounted the Spielburg adventure. Enchantress Aziza spoke of the 
mercy to the plant woman Julanar, which allowed her to forget her 
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pain and suffering and again live in joy. Zayishah, daughter of Emir Ali 
al-Din Hasan, told of how he had given her his clothes and visa 
regardless of the danger to himself. 

Then the cowardly saurus stepped up. “Gronk!” it said. 

“Let him have a voice,” demanded the sultan. 

Devon offered the other dispel potion. The saurus became the 
missing Emir of Shapeir. 

“When Ad Avis transformed me, I had no hope,” said the Emir, 
“This man showed me his courage, kindness, honor, and I knew Devon 
would restore me. He is indeed a hero.” 


hh hb ob 


The majestic liontaur stepped up and a hush fell over the room. “You 
have shown courage, kindness, honesty, and mercy. You are a man of 
great honor. I, Rasha Rakeesh SahTarna, give to Devon my sword, 
Soulforge. You are now a Paladin.” 
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I 


But the greatest testimony of all was that of the sultan, also known as 
Omar the poet, who presented the young hero with the symbol of his 
reign and proclaimed him to be his son. 
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General Hints and 
Quick Walkthrough 


The same general hints that applied to Quest for Glory I apply as well to 
Quest for Glory II; however, the game play is different. Instead of the 
icon- and menu-driven play, you must use your keyboard to type in your 
questions or actions, such as ask about Shapeir, or pick lock. 

Common verbs include: ask, bargain, bet, buy, cast, climb, close, 
dismount, drink, drop, eat, escape, fight, get, give, jump, look, mount, oil, 
open, pick, read, run, search, show, sit, sneak, stand, tell, thank, throw, 
use, and walk. 


Character Tips 


General 

¢ Talk to everyone you meet and get as much information from them as 
you can. 

¢ Practice your skills every day. 

¢ The druggist at the Apothecary sells pills of healing, vigor, and mana. 
He also sells poison cure pills to guard against the venom of giant 
desert scorpions. They can be taken each time you venture into the 
desert, or just after an encounter. 


¢ Pick up only what you need— excess weight will slow your character 
down. 


* As in the first game, you may not be able to handle tough encounters 
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at first. If at first you don’t succeed, practice first, then try, try again. 


e Safe places to spend the night in Shapeir are the Katta’s Tail Inn 
and the desert oasis. The only place you will want to spend the 
night in Raseir is at the Blue Parrot Inn. 


e Save your game often! 


Fighter 


e Practice with Uhura at the guild hall and fight desert monsters as 
often as you can to improve your combat skills. Try to defeat one of 
each of the desert monsters: jackalman, scorpion, terrorsaurus, 
ghoul, and brigand. 


e Arm wrestle with Issur the weaponsmith to build your strength (and 
to get a needed object). 


e Trade in your old sword and bargain with Issur as soon as you have 
the 80 dinars. 


fagic User 
¢ Get all six spells as soon as you can (you may have already obtained 
three of these in Spielburg). 


¢ Keapon Laffin sells detect magic, trigger, force bolt, levitate, and 
Erasmus’s Razzle Dazzle. 


e Erasmus will give you reversal when you graduate from WIT. 
e Avoid tough monsters by casting calm and running away. 
¢ Cast flame darts and force bolts in combat. 


Thief 
e Sneak around a lot to improve your stealth. 


e Pick the locks of the homes around Shapeir and Raseir to improve 
your skill. 


e Throw daggers at opponents whenever possible. Run away if things 
are too tough. 
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* Practice fighting with Uhura at the guild hall often so that you don’t 
have to rely entirely on throwing daggers at your opponents. 


Quick Walkthrough 


As in the first game, this walkthrough is intended as a guide only, and is 
not the only way to play through this event-filled game. 


Day 1 


The Katta’s Tail Inn 

You, the Kattas, and—to some extent—loveable Abdulla Doo have 
just spent a great deal of labor bringing the Katta’s Tail Inn in exotic 
Shapeir back to its original splendor. It is now open for business. 
Abdulla has heard troubling news about Shapeir and Raseir. Get as 
much information from him as you can. Ask him about (among other 
things) Shapeir, Raseir, astrologer, news, and the Emir. Order some 
food and ask Shema about her dance. 

This is where you will spend most nights and eat regular meals. 


The Gate Plaza (and the Money Changer) 

The inn is located in the gate plaza, one of the four plazas in Shapeir. 
Ask Alichica about a map and compass, and how to get to the money 
changer (the plant merchant may help you, too). 

Follow Alichica’s crazy directions to the money changer and 
change your Spielburg gold for Shapeir coins. (Actually, you can cheat 
and use the map at the end of this section to help get you through the 
maze. The money changer is at the end of Dinar Tarik.) Thieves, make 
the sign; Dinarzad will tell you to return tomorrow. 

Return to the plaza and bargain for a map and compass. To use 
the map, type use map or press and click on where you want 
to go (this only works for the plazas and at the houses to which you 
have already been). Exit bottom of screen and talk to the gate guard 
about caravans to Raseir, desert preparedness, and the sauruses. 
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The Fighter’s Plaza 
Talk to Rakeesh outside the guild hall. Bargain with the merchants for a 
cloth bag and for an extra waterskin (or two). Notice the weapon shop. 


The Guild Hall 

Question Uhura, the guild master, about monsters, Shapeir, and 
Rakeesh. Practice sparring with Uhura. You should do this every day, 
especially fighters and thieves. Sign your name in the adventure book 
and read the quest board. 


The Weapon Shop 

Visit Issur the weaponsmith. Ask him about swords and daggers if you 
are inclined to use them. Fighters, bet with Issur and arm wrestle with 
him. Do this every day until you beat him (you will need to win 
something from him that you need later in the game). Thieves, bargain 
for some good daggers. 


Katta’s Tail Inn 

Go back to the inn, sit at the table, and eat dinner. Talk some more 
with Abdulla if you want. Stand and walk to the sleeping room behind 
Shameen (follow Shema). 


Day 2 

Practice your skills. Fighters, practice with Uhura and arm wrestle with 
Issur. Magic users, go into the streets of Shapeir and cast some spells. 
Thieves, in front of the guild hall you will find a tightrope. Take the 
challenge and try to walk across the rope. It is hard, and it will probably 
take several days of practice before you make it across. The challenger 
is there only on days 2, 4, 8, 11, and 16 (unless you beat him first — 
then he won’t be back!). Note: You need to beat this guy eventually. If 
you intend to win this game, you have to become a tightrope expert! 


The Fountain Plaza 

Use the map and go to the fountain plaza. Fill your waterskins at the 
fountain. Throughout your time in Shapeir, check your waterskins 
often, and fill them whenever they get low. Of the many Katta 
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merchants here, the ones of interest are the food merchants (buy 
snacks and lizard jerky rations) and the brass merchant (bargain for a 
lamp). 


The Apothecary 
You can buy pills of healing, vigor, mana, and—for those close 
encounters with giant desert scorpions — poison cure. Keep an eye on 
your pill supply, and return to the shop when you need more. Bargain 
for them for a better deal. Thieves should buy some oil. Notice the fiery 
nature of this guy? He will be very helpful later on. 

The druggist will pay for scorpion tails and ghoul claws, but the 
hunting of these desert creatures is probably best left to the fighters. 


The Magic Shop 

Keapon Laffin can tell you about magic and other airy topics if you can 
decipher his poems. Ask him about the enchantress Aziza, about the 
notice on the quest board, and about the dervish. Magic users, ask him 
about WIT and about spells; bargain for those spells that you don’t 
already have. Thieves, ask about the rope. 


The Astrologer 

Abu al-Njun is located at the end of Tarik of Stars, south of the palace 
plaza. You will have to walk the Shapeir streets to get there. Ask about 
your fortune; tell about yourself. Plan to return another day. 


Katta’s Tail Inn 
Return to the inn in time to watch Shema dance. You will need to sit at 
the table first. 


Shapeir Burglary 

Thieves, after dinner, leave the inn and go back to the money changer 
for job instructions. Follow directions to the house. At midnight, sneak 
to the house and pick the lock. Get the teapot on the shelves. Go to 
the wardrobe and oil the hinges (if the floorboards squeak, freeze for a 
moment). Pick the lock and open the door. Search the wardrobe and 
get the bowl. Sneak to the carpet and look under it. After the 
inebriated son goes to bed, open the trapdoor. When you hear the 
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second son, unroll the carpet and hide in the wardrobe. Look under the 
carpet and pick the lock on the chest. Get the coins. Son number three 
is at the door —unroll the carpet and hide in the wardrobe. Look under 
the carpet, search the chest, and get the silver dagger. Sneak out of the 
house and back to the inn. 


Day 3 


The Saurus Lot, the Desert, and the Oasis 

Bargain with Ali Fakir for a saurus. Mount it. Go six screens south and 
three screens east (watch out—the viewer perspective changes after 
five screens!). Note: Any time you get lost in the desert, tell your saurus 
to go home. He will take you to the overlook of Shapeir and you can 
try again. Also, if you encounter a monster, the cowardly saurus will run 
off. Walk one screen away in any direction, then return. Your saurus 
will be waiting for you (if one of the random graphics, such as a sign, 
appears, repeat the action). 

At the oasis, dismount your saurus and get some water. Ask the 
dervish about his beard. Go around the back and get some of it. Ask 
him about the saurus. Go home. 

Thieves, go back to the money changers and sell your loot — 
bargain over the price. Ask Dinarzad about the safe. 

Go back to the fountain plaza and give the beggar a centime (he 
will pop up periodically — it is a good idea to give him a centime every 
time he asks for one). 

Sell the whirl of the dervish at the magic shop. Thieves, you should 
have enough money now to bargain for the rope (he will sell it for 115 
dinars). 


The Enchantress Aziza 

Aziza lives on a tiny street off the east end of Shmali Tarik. Knock on 
the purple door with the big eye. Answer her questions: your 
character’s name; Keapon Laffin; air; Aziza. Step to the blue carpet 
and down to the table. Answer yes to the offer of tea. Ask her about 
elementals, contrary elements, and containers. Always leave her with 
a farewell. 

Return to the inn and listen to Omar the poet’s poem. 
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Day 4 

Shameen tells you of a strange fire that burned Alichica’s stand. Go out 
and ask him about it. Spend the morning practicing. Fighters, in 
addition to normal practice, you should add desert exploration to your 
schedule as often as you can. To earn your full game score, you need 
to defeat one of each of the desert monsters: jackalman, brigand, 
ghoul, scorpion, terrorsaurus. Thieves, the acrobat challenger is back. 

Visit the astrologer to find out your fortune. 

Magic users, look for WIT by casting detect magic north in the 
streets north of the fountain plaza (start at Shmali Tarik). Follow the 
arrows as they appear to you. WIT is at the end of Sahir Tarik. Cast 
detect magic to find the door. Cast open. Enter. Answer their 
questions: your name; wizard; Erasmus. The pretest: cast detect 
magic; cast fetch on the magic bell; trigger the bell. Leave the room; 
answer yes. The initiation: Wind—cast fetch on the staff; levitate 
above it until it passes. Earth—cast trigger at the wall; cast dazzle or 
calm and climb over it; trigger it again. Ice—cast flame dart; cast 
force bolts until it splits. Fire—cast open on the door; cast calm; cast 
fetch at the door; cast force bolt at the top of the door. Walk across. 
Answer no to the wizard’s offer. 

Thieves, After dark, sneak to the weapon shop; hide from guards if 
necessary. Pick the lock and go in. Use oil on the anvil and push it. 
Open the trapdoor, pick the strongbox lock, get the money. 


Days 5 and 6 

The Fire Elemental 

Visit Aziza and ask her about fire elementals. Go to the Apothecary and 

ask the druggist about fire elementals and flames. Bargain for incense. 
Step into the gate plaza, avoiding the elemental, and use the 

incense. Lure the elemental into the street (Junab Tarik). Drop the 

lamp. Use the waterskin. Get the lamp with the captured elemental. 
The rest of the day and the next: practice, practice, practice. 


Day 7 
Rakeesh will be at the guild hall—be sure to drop by. Thank him for 
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the reward. 

Fighters, If you haven’t already done so, bargain for the fine sword 
at the weapon shop. Issur will take 80 dinars and your old sword as 
trade-in. 

Go to the fountain plaza, near the Apothecary, and listen to 
Omar’s poem. Leave, then return. Get Omar’s lost purse. 


Days 8 and 9 


Thieves, you can challenge the acrobat today. 


The Air Elemental 
Learn of the air elemental. Visit Aziza and ask her about it. 

Also visit the magic shop for your contrary element. Ask Keapon 
about earth (or mud), and fooler’s earth. (When you leave the shop, pay 
attention to the clue Keapon gives you regarding the dervish and a 
beast.) 

Get your container. Fighters, bet with Issur and win those bellows! 
Magic users, after dark, go to the weapon shop, levitate, and get the 
bellows. Thieves, after dark, sneak to the weapon shop. Use your rope 
and climb up. Get the bellows and climb down. 

Enter the palace plaza. Fighters, use your strength to force your 
way in and drop the earth into the center (if you can’t do it, you can 
use the thief method). Magic users, go to the center of the plaza and 
levitate. When the elemental passes underneath, drop the earth inside. 
Thieves, throw the earth into the elemental—time its movements and 
aim at the top. Use the bellows to capture the glued elemental. 


Days 9 and 10 


Spend the time practicing, stocking up supplies, and defeating any 
elementals you may have forgotten about. Fighters, if you haven’t 
already done so, go after those desert night creatures. 


Day 11 


At breakfast, ask Shema about her cousin Sharaf, and about the Raseir 
underground. 
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Practice. Thieves, challenge the acrobat if you haven't already won. 
Return to the inn in time to hear another Omar poem. Collect your 
reward and give Omar his purse. 


Day 12 


The Earth Elemental 

Learn of the earth elemental from Shameen. Ask Aziza about it. If you 
have not already bought a cloth bag at the fighter’s plaza, then get one 
now. 

Go to the Apothecary and ask the druggist about earth and the 
earth elemental. Fighters, talk to Rakeesh and ask about nature. Ask 
about Rakeesh’s sword. Thieves, ask the druggist about powder and get 
some from him. 

Search for the earth elemental in the streets north of the fountain 
plaza. Fight it until it crumbles. Fighters, use Rakeesh’s flaming sword. 
Magic users, cast flame darts. Thieves, throw powder. Collect the 
earth in a cloth bag. 


Days 13 and 14 


Fighters, read the note left at the guild hall for you. Return Rakeesh’s 
sword to Uhura. 


The Puzzle of the Caged Beast 
Talk to the dervish about a puzzle, trouble, creature. 

Search the desert for the caged beast. He is four screens south and 
five west. Give him water. Go back to Shapeir and ask the druggist 
about dispel potions and ingredients. Ask about fruit of compassion. 

Ask Aziza about the plant. 

Return to the desert. From the lookout, travel due east to the plant 
woman. Dismount and approach the plant. Give her water and tell her 
about yourself. Give her the elemental earth and tell her about the earth 
elemental. Hug the tree and say Julanar. Get the fruit. 

Travel due west, past the lookout, to the griffin nest. Fighters, look 
at the debris on the ground to the right of the nest; move the rock; get 
the feather. Magic users, look into the nest; levitate to the nest; get the 
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feather. Thieves, look into the nest; use the rope to go up to the nest; 
get the feather. 

Take the feather and the fruit to the druggist and collect your 
potions. 

Return to the caged beast. Give him food and water, then walk 
around the back of the cage and pluck a hair. Walk to the front and 
give the beast the dispel potion. After Al Scurva disappears, go home. 


The Water Elemental 
On the morning of day 14, Abdulla will tell you about the water 
elemental in the fountain. Ask Aziza about water elementals. Approach 
the fountain carefully. Drop a waterskin. Use the bellows on the 
elemental. Get the waterskin. If your pack is too heavy, you can drop 
the bellows now, but be sure to keep the waterskin. 

Fighters, collect and read your second note at the guild hall. 


Day 15 


Visit the jeweler in the palace plaza. Thank him for the pin. 

Fighters, Uhura has a third note for you. After dark, follow the 
note’s instructions and go to the end of Askeri Darb. Enter the open 
door. 

During the countdown, use your strength to break the chains. 
When you are free, duck around the guard (use the 6 key on the 
numeric key pad). You may need to try this a few times (and take a few 
whacks) before you make it. Run over to your equipment and engage 
your very worthy opponent in battle. (If you lose, restore your game 
and try again.) You will have a decision to make when you have bested 
your opponent. (Just ask yourself —do I want to be a paladin? Would 
a paladin slay an unarmed man?) 


Day 16 
Prepare for the next day’s trip to Raseir. Fill up your waterskins. Buy 
pills from the Apothecary if you need them. Thieves, buy oil if you are 
out; make sure you have several daggers. 

Fighters, practice with Rakeesh at the guild hall. Thieves, this is 
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your last chance to win the tightrope challenge if you haven’t already 
done so—this is an important skill for you to develop. 

Visit Aziza. Also, visit the jewelry stand in the plaza of the palace— 
the gift you receive will come in handy later. Return to the inn by 
sunset and see Omar the poet one more time. 


Days 17 Through 26 


Join the caravan to Raseir. 


Day 27 

After Khaveen and the guards leave, enter the Blue Parrot Inn. Sit at 
the table at Ferrari’s invitation. Order coffee and drink when asked to 
do so. 

Go out and explore the city. You will not be able to use the map 
command, but Raseir is laid out as the mirror image of Shapeir. Turn 
your Shapeir map upside down to help you get around. For example, 
head due south to reach the Raseir fountain plaza. Look for and read 
the signs along the street (where street signs used to be); read the 
notices tacked to almost all of the roadblocks; and especially read the 
signs around the fountain plaza. 

Be sure to be back at the inn before the sun has completely set-— 
Raseir has a curfew. 

Back at the inn, sit with Ferrari. Pay Ugarte for his information. 
Ask him about the service and about water. Thieves, make the secret 
thieves’ sign. 

Question Ferrari all about Raseir, the new Emir, Khaveen, and 
anything else you can think of. The door leading to your room (behind 
the bar) opens only after nightfall, so you will have to wait until early 
evening to go to bed. You can buy water at the bar if you want to. 


Day 28 

Order another glass of water and go to the fountain plaza. Watch the 
arrest. Exit through the north entrance. Follow the woman into the 
alley to the right; enter the door. Ask her name and question her — she 
knows a lot about Raseir, the Emir, Khaveen, and Ad Avis. Give 
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Zayishah your spare clothes. Give her your visa when she asks. Wait 
several seconds after she leaves, then exit. 

Go back to the inn at sunset and sit at Ferrari’s table. Answer yes 
to his question. After nightfall, exit the inn. Make the thieves’ sign to 
the gate guards. Sneak to the fountain plaza. After the guard leaves, go 
to the unbarred window and use your rope to enter it. Sneak towards 
the cabinet on the left. If the floor squeaks, wait a few seconds before 
proceeding (this may happen a few times — always wait for Khaveen to 
go back to sleep before moving again). Oil the hinges of the display 
cabinet. Pick the lock and get the bird. Sneak back to the window and 
exit. 

Sneak to the inn. Answer yes to Ferrari and give him the bird. Go 
to bed. 


Day 29 


Before you leave the inn, order a glass of water and eat a ration (if 
you can). 

To talk to the Katta in the dungeon, show him your sapphire pin. 
Ask him about himself, your pin, the underground, and anything about 
Raseir or the Emir. 

Get out of that cell! Fighters, break down the cell door. Magic 
users, cast open at the cell door. Thieves, use the pin as a lock pick on 
the cell door. Get your equipment and search the room. Exit through 
the secret passage (type escape). When you emerge, walk the streets 
until you meet Ad Avis. 

At the Forbidden City, listen to him ramble for a while, and then 
use your mirror to reflect the moonlight on the door. In the cavern, use 
your lamp. Exit to the left. 

To cross the waterfall, set the arcade level of the game to easiest 
(F4_}). Approach the bank of the falls. Jump onto a passing log, ride it 
to the other side, and jump off before you tumble over the falls. 
Approach the airhole on the left side of the screen and look. Plug that 
hole! Fighters, use your strength to knock down the loose rocks. Magic 
users, cast force bolt at the rocks above the hole. Thieves, use your 
thieves’ tools to knock down the loose rocks. To leave, walk up the 
steps and walk in back of the waterfall to the right. 


186 


Part Two General Hints and Quick Walkthrough 


Approach the red-glowing room. Watch the geysers and time their 
eruptions. Make your way back and to the left. Use water on yourself if 
you need to cool down. Exit the cavern. 

Walk toward the edge of the cliff. Fighters, jump — you can take it! 
Magic users, cast reversal and levitate and step off the cliff. Thieves, 
use the rope to get down. At the door, answer with “Suleiman”. Enter 
the door. 

Walk through the cavern filled with treasure —look but don’t touch. 
Enter the far cavern. When Ad Avis leaves, walk toward the door. Look 
at the glint on the stalagmite just below the door. Get the ring and put it 
on. Ask the djinni about the ring, wishes, prowess, and teleport. The 
djinni can heal, but if you brought pills of healing with you, you won't 
have to waste a wish on that. You have two wishes that can be used to 
improve your skills immensely (they will increase by 50 points). You can 
wish for anything you like, but here are some suggestions. Fighters, 
wish for strength; wish for weapon use. Magic users, wish for magic; 
wish for intelligence (or vitality). Thieves, wish for agility; wish for 
stealth. 

Use your third wish to teleport back to Raseir. You will land in the 
palace plaza—you need to get inside in a hurry! Fighters, charge the 
gates and attack the guards. Quickly enter the gates. Magic users, 
dazzle the guards and the eunuch; cast open on the gate and enter. 
Thieves, sneak up to the left wall. When the patrolling eunuch’s back is 


to you, use your rope to climb over the wall (watch for the eunuch!). 
Exit to the left. 


Defeat Ad Avis and win the game. 


Fighters, after the guard leaves, jump down and engage Khaveen in 
battle. Get your sword when Khaveen knocks it out of your hands. Tell 
Khaveen to get his sword when you knock his down. Fight until he is 
defeated, take healing and vigor pills if you need to, and run up the 
steps to the door. Force it open and enter. Escape from the gargoyle. 
Run and kick over an unlit candle. Run around the star to the left. Go 
through the fire. 

Magic users, after the guard leaves, cast calm on Khaveen, then 
cast reversal and levitate to get down from the balcony. Run to the 
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door and cast open. Enter. Cast trigger upon the gargoyle. Walk 
toward the left and fire force bolts at the flaming pots near Ad Avis. 

Thieves, when the servant Mayzun tells you to, sneak out the door 
to the left into the eunuch break room. Sneak below the fountain; 
when the eunuch at the table walks away, sneak to the table. Always 
watch for the patrolling eunuch! When it is safe, sneak back to the 
balcony. Use the magic rope to string a tightrope between the balcony 
and Ad Avis’s window. Use your tightrope skills to cross the rope. 
Stand on the ledge and throw a dagger at an unlit candle. Duck any 
time Ad Avis fires at you. Ease along the ledge (using tightrope skills) to 
the next pillar closer to Ad Avis. Throw daggers at him (be prepared to 
duck). 

Watch the closing ceremonies! 
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Quest for Glory JdI 


Jntroduction 


In the heart of Shapeir, the exotic city of the southern desert, the liontaur, 
Rakeesh, and Devon, the new Prince of Shapeir, gathered at the special 
table of the enchantress Aziza. 

“Thank you, Rakeesh and my prince, for answering my summons. | 
have information for both of you. It has been three months since Ad Avis 
attempted to unleash the djinni Iblis in order to rule the world.” 

Aziza, master of illusion, conjured up the image of Devon defeating 
the evil Ad Avis, breaking the spell, and sending him plummeting to his 
death in the plaza of Shapeir’s sister city, Raseir. 

“When Ad Avis died, his magical power was released. I sensed the 
moment of his death. Such a release of power could be felt by skilled 
magic users around the world. Still, there is some mystery concerning the 
death of Ad Avis. The body was never found, and no amount of magic 
could determine what happened to it.” 
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She enveloped the table in a dome of energy and continued. 
“Rakeesh wishes to return to his home in Tarna. Last night, I received 
this message from the sorceress Kreesha.” 

The face of a female liontaur appeared in the dome. “Please tell 
Rakeesh that he must return quickly to Tarna. There is serious talk of 
war, and I think only Rakeesh can now bring peace. | believe there is 
more to this war than just the anger of two tribes. I believe a demon 
has again broken through to this land and seeks to destroy us all.” The 
image faded. 

“In three days, a magic portal to Tarna will appear,” said Aziza. 
“Devon, I suggest you accompany Rakeesh. If there is a demon, it was 
probably released by the death of Ad Avis. You must stop it and send it 
back to its own world.” 

Three days later, in the courtyard of the palace of the sultan Harun 
Al-Rashid, Rakeesh, Devon, and the warrior Uhura, accompanied by 
her infant son Simba, awaited the appearance of the portal. 

“It greatly grieves me to say farewell to such fine friends and 
honored guests,” said the sultan. “Rakeesh, you were a great aid to me 
and I sorrow to see you return to Tarna. Uhura, warrior of the Simbani, 
you have been an excellent guild master and instructor. Thank you for 
your service to Shapeir.” 

The sultan turned to Devon. “My son, it breaks my heart to see you 
leave. You will always have a home in Shapeir. I have for you a gift that 
may help you in your journey.” 


th hb ob 
“My gift is this magic shield to protect against magical attacks.” 
th hb cb 


“My gift comes from Keapon Laffin.” He handed Devon a package 
wrapped in plain paper. 


hh ob ob 


“You have shown great skill with ropes. I give to you a set of magical 
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grapnels. They will grab and release at your command, making any 
rope act as a magic rope.” 


hb hb bh 


Kreesha’s portal appeared in the courtyard—a shimmering ankh 
through which, one by one, the heroes entered. 

“Farewell, all of you,” said the sultan. “May you find the peace you 
seek.” 


The City of Tarna 


Kreesha’s Magic Room 


They had stepped through a portal in Shapeir and into a mosaic 
pentagram in the floor of a room made of stone. Such was the way of 
a magic portal. Kreesha greeted them. 
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ae “It is good to see you again,” said Rakeesh. 
“It is good to be with you again,” answered Kreesha. 
Uhura was anxious to return to her village, and after exchanging 
greetings with Kreesha, she and Simba left. 


I I 


“I see you are a user of magic,” said Kreesha. “Know however that the 
use of magic is forbidden on the streets of Tarna.” Devon inquired 
about learning new spells, but the liontaur wizard told him to return at 
another time. 
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th db ob 


Devon asked the liontaurs about Tarna. “Tarna is an ancient city,” said 
Kreesha. “You will find much to do here.” 

“Please, Kreesha, tell us about the talk of war,” said Devon. 

“The leader of the Simbani tribe came to Tarna to ask us to ally 
with them against the leopardmen. The Council of Judgement decided 
to investigate this talk of war.” 

“It is most unusual for the Council to become involved with the 
affairs of humans” said Rakeesh. 

“The Council decided to send a 
peace mission to the jungle to speak 
with the leopardmen. It was ambushed 
at night, and only one human survived 
to speak of it.” Kreesha paused. 
“Rakeesh, Reeshaka was the leader of 
the peace mission.” 

Rakeesh let out a deep breath. 
“Then she is dead?” 

“I do not know. My magic tells me 
nothing.” 

“Forgive our rudeness, my friend,” 
said Rakeesh, “but Reeshaka is our 
daughter. Kreesha, let us speak of this 
later.” 

Devon offered his condolences to 
the liontaurs, and continued his 
questions. “What is the Council of 
Judgement?” 

“The Council makes the laws of 
Tarna,” said Kreesha. “I am a member. 
We will decided whether Tarna will go 
to war.” 

“You said this war involves the Simbani tribe. Uhura is a part of 
that tribe.” 

“We will see Uhura and Simba in a few days,” said Rakeesh. “We 
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will journey to her village to talk with her people and learn more about 
the war between the Simbani and the leopardmen.” 

“And who are the leopardmen?” 

Rakeesh explained that they were a tribe of shapechangers who 
lived in the jungle east of the savanna. “They are humans who take on 
the characteristics of an animal through magic. In this case, the 
leopard.” 

It was obvious to Devon that the liontaurs had much catching up to 
do, and although he had no idea where to go, he said good-bye and 
headed for the door. 

“I have reserved a room in your name at the inn,” said Kreesha. 

Rakeesh added: “In two days I will speak before the Council of 
Judgement and speak of peace. | would like you to be there as well. 
Then we will journey to the Simbani village. In the meantime, explore 
and enjoy Tarna. If you have any questions, you will find us here. Enter 
freely. You are welcome any time.” 

The sun beat mercilessly down upon the city made of stone. 
Steep steps led up toward two tapered upper levels — where giant lion- 
headed stone statues stood guard over the city—and down to the 
wider perimeter, where the river flowed by the tents of the bazaar. The 
buildings of Tarna were actually chambers set within the plateaus. It 
appeared that Tarna was a mammoth pyramid. 

The sign above Kreesha’s house, he noticed, bore the familiar 
symbol of magic—the eye. Next door, past the steps, was the 
apothecary, and farther on, the Welcome Inn. 


The Apothecary 


“Oh, hi. You must be the Prince of Shapeir. Oh, wow, I've never met a 
real prince before. What can I do for you?” 

The shop was very comfortable, unlike the fiery shop of Shapeir. 
There were herbs, homeopathic medicines, and books on mysticism. 
The vibrations were mellow and cosmic. Devon sat on the big blue 
cushion across from the druggist. He asked his name. 

“Salim Nafs.” 

“Are you the apothecary.” 
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“I sell pills and potions. I call it Salim’s Holistic Health and 
Happiness Eclectic Energy Emporium. I also carry crystals and promote 
peace and pyramid power.” 

“What sort of pills and potions?” 

The druggist sold pills of mana, healing, and poison cure. “And 
only one potion — one for dispel magic.” 

That was certainly familiar. “It is used to undo a spell,” said Salim. 
“It dispossesses demons, cures curses, and erases enchantments. You 
are interested?” Devon nodded. He had no idea why, but he was certain 
he would need yet another potion to dispel someone’s evil magic. 

“Well,” said Salim, “I’ve never sold one before —I have to look it 
up.” He flipped madly through his recipe book. “Ah, here it is. Let’s 
see .. . I've got all the ingredients except water from the Pool of 
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Peace, a gift from the Heart of the World, and . . . oh, yuck! The fruit 
of a venomous vine.” He slammed the book shut. “The pool is 
somewhere in the savanna. You'll find the Heart of the World in the 
jungle: when you find a place that is so full of magic your karma rises, 
you'll know where to look for the gift. The venomous vines grow in the 
savanna somewhere southeast of Tarna, near some rocks. Just don’t 
get stuck, man. The fruit grows on these venomous vines; like that’s 
how it got its name, the fruit of the venomous vine.” He grimaced. 
“They really are vile. They’ve got nasty spiky bits covered with poison. 
Bad karma, man. They like to move around, hide under rocks, and 
stick it to you.” 

Devon admired the many plants that enhanced the shop. “Plants 
are like people,” Salim offered. “They love to share their hopes, their 
dreams, their feelings with you. Have you hugged a tree lately?” 

“A tree?” Devon thought of Julanar. “Well, yes, actually. I guess | 
have.” 

Salim responded with an account of his recurring dream where he 
dances with a tree in a desert of golden sand. “I’m dancing with this 
tree, and suddenly this tree is like a woman and, like, she’s beautiful. 
It’s really magical.” 

“Julanar!” exclaimed Devon, and told him the tale of the tree 
woman in the desert near Shapeir. “How extraordinary!” said the 
delighted druggist. “The girl of my dreams is real. | shall leave for 
Shapeir on the next caravan.” 

“How did you end up in Tarna?” 

“I came to Tarna because | heard they had these neat pyramids. | 
also heard rumors of a magical tree somewhere in the jungle. I heard 
from some tribesman of a tree they call Mother of the World.” 

Devon asked about healing pills. “My healing pills are made of 
homeopathic herbs. Unfortunately, I’m all out of feathers to make 
more.” 

“What sort of feathers? Maybe | can help.” 

“Feathers of a honey bird. The happier the bird, the stronger the 
pill. You need to get the feather nonviolently.” 

When Devon talked with Salim about the price, mentioning his 
Shapeir dinars and centimes, the druggist suggested he see the money 
changer downstairs. 
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The Bazaar 


Merchants called out to him as he descended the steps into the bazaar. 
He could see that the bazaar was very large, stretching the entire length 
of the lower plateau, next to the mighty river. He walked to the 
northern section of the bazaar to find the money changer. 

“What are you doing? This is not right!” The frantic voice of an old 
man cried out. “Someone stop him! Thief! Thief!” Another man ran 
from the old man shouting at him. 


MR 


Devon ran after the thief, but by the time he caught up with him, a 
liontaur guard had the thief in custody. 


th ob ob 


Devon cast calm at the thief, who dropped to the ground asleep. A 
liontaur guard appeared moments later. 


th hb ob 


Devon threw a dagger at the thief, knocking him off his feet. A liontaur 
guard appeared moments later. 


i 


“Come with me,” the guard ordered as he carted off the thief, and 
Devon followed them up the steps to the Hall of Judgement. 


The Hall of Judgement and the King’s Chambers 


The all-female Council of Judgement consisted of the head of the 
Council and six other liontaurs, including Kreesha. The chambers were 
elegant, if grim, as would befit a hall of judgement. 

“The Council has determined that you, Harami, have broken the 
laws of Tarna by taking things belonging to others.” The stern voice of 
the Council leader echoed on the cold stone walls. “Have you anything 
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to say before you are named honorless?” The thief only smirked. “Then 
by the judgement of the Council, you are formally named honorless. 
Leave the hall.” Harami the thief swaggered back to the streets of 
Tarna. 

“We call the Prince of Shapeir,” called the Council leader. Devon 
appeared before them. “Thank you for acting as a witness to this trial.” 


th dh ob 


But the Council argued about his means of aid. 

“The Prince of Shapeir did willfully use magic in the streets of 
Tarna to capture the honorless one. The use of magic in the bazaar is 
in direct violation of the laws of Tarna.” 

“The Prince of Shapeir is a stranger and unaccustomed to our 
law,” said Kreesha. 

“He used his magic to prevent the escape of the honorless one,” 
agreed another. 

There was much arguing back and forth before the Council made 
him swear to never again use his magic in the city of Tarna, with the 
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exception of Kreesha’s house, or he would be banished from Tarna 
forever. 


th cb cb 


But the Council argued about his means of aid. 

“The Prince of Shapeir did willfully throw a dagger at the back of 
the honorless one,” said the leader. 

“It is against the law to harm another person,” agreed another. 

“The honorless one is no longer a person, therefore he harmed no 
one. 

The leader turned to Devon. “The Council commends the Prince of 


Shapeir for aiding in the capture of the honorless one.” 
bh b&b 


Devon was ordered to join Rakeesh in an audience with King Rajah, 
perched regally upon his great lion throne. 

“You may enter the presence of Rajah Sah Tarna,” said the king. 

Rakeesh introduced Devon as the Prince of Shapeir. Devon bowed. 

“Rakeesh, you brought along this prince to help you bring peace. 
How will a human be of service to the liontaurs?” The king taunted 
Rakeesh, and ridiculed him. Rakeesh remained calm through the 
barrage. Such was the patience of the paladin. The king should be so 
patient, thought Devon. He tried to defend Rakeesh to the king, but 
only managed to make the situation worse. King Rajah berated 
Rakeesh for talking peace when, according to the king, he should be 
talking war. “Your own daughter has been killed,” he said. 

“Reeshaka’s fate has not been determined. All of Tarna should not 
be made to suffer for revenge. Revenge for the sake of revenge is 
pointless. Mindless revenge is pure stupidity.” 

The king grew angry. He demanded that Devon speak up. Devon 
spoke about Rakeesh— how Rakeesh helped him in Raseir. Rajah 
threw Devon out. 

Devon emerged from the king’s chamber, and the city of Tarna lay 
at his feet. He had only seen the west end of the city—for the first 
time since arriving, he finally understood the different plateaus. Tarna 
was shaped like a four-sided multi-tiered pyramid. 
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Liontaur guards flanked the king’s chamber and the nearby 
entrance to the Hall of Judgement, and he asked one of them about 
the plateaus. “There are three levels,” said the guard. “The workers 
live on the lower plateau; merchants and other members of the better 
classes live on the middle. The rulers live here on the upper plateau.” 
The guard leaned closer to him. “You would be wise to know that 
humans are not welcome in the east section of Tarna.” 

Perched above the level of the ruling class, at the very top of the 
pyramidal city, stood a temple. “Where we liontaurs worship the 
goddess Sekhmet,” said the guard. Devon slipped around to the side, 
walked up the steep steps, and peered inside. A statue of the lion 
goddess filled the great chamber. Acolytes burned in stone paws as big 
as Devon. A brazier burned sweet-smelling wood and incense. Strange 
picture writing covered the walls. 

Devon stepped inside and was immediately accosted. 

“How dare you defile the sanctity of the temple!” The blood-red 
headdress identified the liontaur as the high priestess. “Begone! Leave 
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the temple before the goddess herself smites you for this blasphemy.” 

At that, the statue moved. The wide-eyed priestess whirled around. 
Devon froze. The eyes of Sekhmet glowed red. “In my temple, you will 
speak only my words, not your own,” it said. The priestess lowered her 
head. 

“Human,” Sekhmet continued, “changer of worlds, releaser of 
darkness. You have not yet been judged, and a future cannot be 
weighed, yet you have already created a future for weal or woe. Should 
it be woe, then the towers of Tarna will fall and the blood of the 
liontaurs will flood the savanna. For the darkness before us rises from 
the darkness behind you, and you must confront that darkness. Yet 
more I cannot see, until you are judged. Leave us now, and return with 
the Gem of the Guardian. You shall be weighed and judged and a future 
can be seen.” 

Devon left the temple quickly and returned to Kreesha’s house. He 
found her resting in her pentagram. “Good day. I hope your 
experience with the Council did not upset you.” 

“Uh, no. But please explain the punishment of the thief Harami. 
You stripped him of his honor.” 

“Honor is very important to liontaurs. Most would rather die than 
be judged without honor. Rakeesh intends to pledge his honor to bring 
peace. If war does occur, he can never again enter Tarna.” 

“Where is Rakeesh?” 

“He is speaking with Rajah now. He will return here later if you 
wish to speak with him. You realize how special Rakeesh is, do you 
not? The only liontaur to walk away from the throne, the only one to 
become a paladin.” 

“Ruler? Rakeesh once ruled Tarna?” 

“Rakeesh was king 15 turns of the sun ago. He gave up his rule to 
rid the world of the demon wizard.” Well, that would explain the 
current king’s attitude — sort of. “It would not surprise me if that same 
demon wizard is the cause of all our problems now,” Kreesha added. 
“It swore revenge.” 

“So Rakeesh gave up the throne to be a paladin,” said Devon. 

“Rakeesh became a paladin through his actions and beliefs,” 
Kreesha corrected. She shook her great, lion head. “It is difficult at 
times, being lifemate of a paladin. A paladin tends to travel to where he 
is needed.” 
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th ob bb 


“If I can bring up magic again . . .” Devon said hopefully. 

“Very well, if you wish to learn more about magic, you and | shall 
perform a ritual together — the ritual of the magic staff. A magic staff 
is both a container and an amplifier of the magic user’s spells. It is a 
thing of magic and does not really exist in this world, so the wizard 
must summon the staff for each use.” 

“When may we perform the ritual?” 

“The ritual shall take place here in my ritual chamber,’ 
Kreesha, “after you return here with magical wood.” 


? 


said 


I 


The Welcome Jnn 

The restaurant of the Welcome Inn was filled with colorfully dressed 
people sitting and chatting at the low tables. Near the doors hung the 
message board where the Laws of Tarna were posted for all to see: 


Laws of Tarna 

Thou shalt harm no one 

Thou shalt not use magic upon the streets of Tarna 
Thou shalt not take that which is not thine 

Thou shalt behave with honor 


Other notices were posted as well: 


If you have need of magic I shall be honored to serve 
you. —Kreesha 


Under the familiar emblem of the mortar and pestle: 


Potions, pills, and positivity. Visit the Apothecary for 
all your health needs. Good vibrations and potations 
for everyone! 
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And hand-printed on a small bit of plain paper: 


You need it? We got it. See us in the bazaar. The Newly 
Used Emporium of Irregular Antiques and 
Interesting Items. 


One empty place remained in the crowded restaurant, and 
Devon sat upon the cushion between a man and a woman. He 
attempted to greet them, but they did not understand him. 

A woman appeared from the kitchen and introduced herself as 
the welcome woman. “What can I get you?” 

Devon greeted her. “Mar haba, effendi,” she answered. Her 
name was Janna Jamil. “You are most welcome here.” 

“Hence the name Welcome Inn,” observed Devon. 

“The inn is always open. Your room awaits you up the stairs.” 
Janna pointed at the stone steps leading to the second-floor bed 
chambers. 

Devon asked about the restaurant. “We serve dawn to midnight. It 
is frequented by many locals. Most humans will not be able to speak 
your language, unless they are merchants, but Khatib Mukarran, the 
survivor of the peace mission, used to speak your language well.” 

“The survivor of what peace mission?” 

“Before you arrived, the rulers of Tarna sent diplomats to meet 
with the leopardmen in the jungle. Only Khatib returned. Khatib was 
once a brilliant speaker and diplomat. Now he is ill and seldom 
speaks.” 

Devon ordered a meal, which was flavorful, but already he missed 
Shema’s cooking. 

It was night, and Devon went to his room, which overlooked the 
city and the savanna beyond. A chest sat under the window. Janna had 
said that it was safe storage, but for the time being, Devon preferred to 
keep his belongings in his pack. 

He looked through his pack and found the note Shema had given to 
him—addressed “To Shallah” in perfect calligraphy—just before he left 
Shapeir. She had asked him to deliver it to the Katta in Tarna. He had 
not yet seen a Katta in Tarna, but tomorrow he would look for him. 
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bh hb & 


He took out the sultan’s gift—the one supplied by the very silly owner of 
the Shapeir magic shop, Keapon Laffin. He opened it .. . and it exploded 
in his face. He wiped off the soot, and lamented at the weird sense of 
humor that seems to afflict the wizards that he met. The box was empty, 
but as he picked up the wrapping paper, something caught his eye. He 
smoothed the paper. Yes! A spell! The spell of juggling lights. 

He wanted to practice his new spell, but remembered the promise 
he had made the Council. He would wait until he was outside the city 
gates. 


th hb b&b 


He slipped into the bed and was immediately asleep. 

After breakfast the next morning, he returned to the bazaar. The 
man who had cried “thief” the day before turned out to be the money 
changer. Devon exchanged his Shapeir dinars for Tarna royals, his 
centimes for commons. 

From the leather merchant, 
who sold a far larger variety of 
skins than the saurus-leather 
merchants of Shapeir, Devon 
purchased an extra waterskin. 
He bought some fruit at the 
produce stand, and returned to 
the central plaza. 

The honey merchant, 
Ta’me al ‘Asal, explained how 
his men “travel the savanna 
watching for the honey birds to 
guide them to the hives. The 
honey bird is very cunning — 
he will wait for the men to rob a 
hive and leave a gift of honey. 
When the men leave, he flies 
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down for his gift.” Devon purchased a jar of honey. He purchased a [OE 
fine dagger from Fanaka Kisu, the weapon dealer. 


th hb bh 
He also bargained for a few extra throwing daggers. 

hh hb b&b 
He paid a visit to the very clever, but often grating, merchants at the 
Newly Used Emporium of Irregular Antiques and Interesting Items — 
the junk dealers. 


I 


He bought a tinderbox. 
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th hb & 
He asked a few questions and left the arguing pair. 
hb hb & 


He bought a tinderbox, then spotted a cheap plaster imitation of a very 
familiar black bird. He laughed at the memory of Signor Ferrari’s 
beloved bird and bought the one from the merchants. He then turned 
to the oil merchant for a very useful purchase. 


I 


On the path to the southern plaza, a fisherman stood among his lines 
strung in the wide, deep river. He cooked fresh fish and dried fish 
rations over open coals. A toothless old woman sat close by, bent over 
the beads that she strung. “Beads,” she cried out, “95 commons.” 
These were the only words of Devon’s language that she knew. He 
found he could not resist buying a string from her, and he put them 
away in his pack. 


bh hb b&b 


Then there was Rashid the rope maker. “I make the finest ropes in the 
land.” For his age, the old guy was in very good shape. 

“Know any rumors?” asked Devon. 

“Well, there is talk that a thief is in the city, effendi. This is very 
strange. There are no thieves in Tarna.” 

Devon made the secret thieves’ sign. “Oho, one of the brethren, 
eh?” Rashid laughed. “I am not one myself, but when I was younger, I 
knew many of your profession. I was a tightrope acrobat and | taught 
many. But Tarna is no place for thi . . . uh, brethren. There is no guild 
here, and no place to sell items.” 

He hopped up onto a rope strung from the ground to a pillar, did a 
double back flip, landing perfectly on the rope on one foot, and then 
finished the demonstration with an impressive leap. 

“T want to learn acrobatics,” said Devon. 
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“It is simple, really. You need to train 
your body to move correctly. Once you 
have mastered that, you can jump and do 
tricks to amuse yourself and others. More 
than that, someday you may need to 
quickly avoid something, and your body 
will know how to react. If you are 
interested, | will teach you for 50 royals. It 
is a skill worth knowing.” 

Devon paid him, and in one short 
lesson, he learned what he needed to 
know. He also bought some rope and 
attached his magic grapnels to it. 


th hb hb 


He approached the southernmost section 
of the bazaar to the rhythmic beat of 
congas. The sound filled the air, 
intensifying as he drew near. He saw the drummer who made so much 
sound. The drummer grinned at him. 


wo bh 
Devon dropped 10 commons into the man’s coin bowl. 

he hh 
He reached into his coin pouch and bent over the drummer’s coin 
bowl. The drummer never noticed that Devon exchanged a common 
for a royal. Devon grinned back. 

th hb 
A young Katta sat among his colorful wood carvings of wild animals. It 


was indeed Shallah, Shema’s nephew. Devon greeted him, flashing his 
magical sapphire pin of Katta friendship. They spoke of Shema and of 
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Shapeir, and Devon handed him the note. 
The Katta was delighted. “Thank you. It is 
always good to get news from home.” 

Devon wanted to buy for Shema one 
of Shallah’s fine carved animals. He 
selected the leopard, and Shallah would 
take no money for it. “Please accept this 
as a gift, a token of my friendship.” 

A person with the body of a man and 
the head of a dog sold at his stand 
assorted animal parts for eating. Devon 
made the mistake of asking about the 
meat, and got a revolting account of the 
inventory. 

He bypassed the jewelry merchant (he 
didn’t quite trust the so-called “magic” 
amulets) and the cloth dealer (although 
there were some very fine items for sale 
there), and returned to the apothecary. 

“Oh, I’m so glad you came back,” 
said Salim. “I’ve been thinking about Julanar almost constantly since 
you left. Is there anything else you can remember about her?” 

Devon told of his gifts of kindness, magic, and love, and her gift of 
the magic fruit. “How absolutely extraordinary!” Salim exclaimed. 
“Now I know just what my dreams mean. This is incredible.” 

Devon bargained for the pills he needed and left the shop. 

Tomorrow he would join Rakeesh for the journey to the Simbani 
village — he had less than a day to explore the savanna. He walked past 
Kreesha’s house to the steps that descended to the gates of Tarna and 
left the safety of the city. 


The Savanna 


The grassy plains of Tarna stretched east to the horizon. Beyond lay 
the dense jungle, to which Devon knew he would soon travel. But for 
now, he was to stay relatively close to the city. To the southeast, what 
looked like a pile of boulders rose from the stark savanna. Where else 
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did he have to go? 
As he hiked, a roar cut through the hot dry air. Devon turned 
around to see a spear-wielding crocodile closing in fast. 


th oh ob 


As Devon pulled his sword from its sheath, it erupted in blue flame. He 
nearly flung the weapon from his hands, then realized the croc was 
definitely more threatening than a flaming sword. Indeed, as he fought 
the monster, he noticed that the sword felt lighter in his hands — and 
sliced deeper. When the battle was done, he searched the body and 
found a few golden coins. 


th oh ob 


Devon cast flame darts at the monster and defeated it handily. He 
searched it and came up with a pouch with a few golden coins inside. 


th dh ob 


Devon had learned his lesson with monsters in the past. He ducked 
around the monster and ran off. 


th ch ob 


The Meerbats and the Venomous Vine 


The pile of boulders turned out to be a natural semicircle of rocks. Little 
creatures that looked like meerkats with bat wings sat on this wall and 
watched the ugly vines that grew in the center. The largest vine was full 
of purple fruit— apparently the object of the meerbats’ desires. One 
flew to the vines; they lapped at the meerbat frantically with hideous 
tentacles. The animal grasped a bit of the fruit before escaping to the 
safety of the rocks. 
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As Devon watched, the smallest meerbat gathered its courage and 
made a dive for the fruit . . . and was caught by the vines. The little 
creature screeched out in terror, trying desperately to fly out of the 
grasp of the evil plant, but the vine descended slowly into the ground, 
pulling the meerbat with it. The vines appeared to Devon to be part of 
one large plant, rather than individual plants, and Devon swiped at the 
nearest one with his sword. The vines released the meerbat and 
retreated into the ground, but not before stinging Devon’s ankle, filling 
him with venom. The little meerbat flew weakly to the comfort of his 
friends. 

The poison tingled in the cuts on his leg, and Devon swallowed a 
poison cure pill. He went to the injured meerbat. The others dodged 
into their burrows in the rocks, but the little one lay panting on the 
rocks. The creatures must have developed an immunity to the 
poison —he had seen the vine sting the larger meerbat to no ill 
effect—so he held the meerbat’s head in his hands and dropped a 
healing pill in its mouth. He hoped that would do the trick, and he left. 
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th ch 

Devon cast fetch at the vines to retrieve a piece of the fruit. 
hh hb bh 

Devon used his rope and grappling hook to grab a piece of fruit. 
wh hb 


He left the vines and hurried back to Tarna. He arrived at bedtime, 
and awoke at dawn to keep his appointment at the Hall of Judgement. 

The seven members of the Council of Judgement met with 
Rakeesh and Devon in the Hall of Judgement. The subject was the 
imminent war —a subject on which no one seemed to agree. 

The head of the Council spoke: 

“Two months ago, the Simbani requested that we aid them in their 
war against the leopardmen. It was the decision of this Council to send 
emissaries to the leopardmen to determine their grievances. The peace 
mission was ambushed at night by creatures or beings unknown.” 

“Evidence and the account of the sole survivor of the ambush 
indicate the leopardmen,” argued another member of the Council, one 
dressed as a warrior. “A warrior of Tarna, Reeshaka Dar Kreesha, was 
discovered missing from the bodies of the emissaries. Signs and scent 
indicate some sort of struggle, and then all traces of Reeshaka were 
lost. She is presumed dead or a prisoner of the leopardmen. It is our 
duty to seek revenge for those who are lost!” 

The high priestess said: “The liontaurs had no business involving 
themselves with the affairs of humans in the first place.” 

“It is the duty of all those in Tarna to care for her people,” said 
Kreesha, “and the humans are as much the people of Tarna as the 
liontaurs.” 

“The warriors of Tarna desire revenge and the right to gain honor 
through battle!” 

“There is no honor in war, Warrior of Tarna. There is only death,” 
said Rakeesh. 

“My magic indicates that there are signs of demonic activity,” 
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Kreesha insisted. “If demons are involved, it is they who are the enemy, 
not the leopardmen.” 

And the great warrior and paladin Rakeesh Sah Tarna stood before 
the Council of Judgement and pledged on his honor that he would 
prevent this war and bring peace to all Tarna. Devon joined Rakeesh in 
the pledge. 

“The Council will respect the honor of Rakeesh and allow him time 
to fulfill his oath. King Rajah orders Rakeesh and the Prince of Shapeir 
to meet with him in his chambers immediately.” 

After another difficult session with King Rajah (who, it turned out, 
was the brother of Rakeesh, which really explained a lot), Rakeesh 
managed to pursuade the warrior king to allow him and Devon to try to 
talk peace with the hostile tribes. 

“But if the Simbani march against the leopardmen,” warned the 
king, “we shall aid them.” 


land of the Simbani 


Together, the liontaur and the Prince of Shapeir began the eastward 
journey across the plains to the village of Uhura and the Simbani. 
Rakeesh spoke at length about the goodness of the savanna; about the 
animals that roamed there. “However,” he warned, “there are things 
that are not quite animals.” Devon thought about the spear-wielding 
crocodile and nodded. Rakeesh handed him a manual called “The Field 
Guide to Eastern Fricana”, the region that encompassed the country of 
Tarna. The book was filled with useful information, including the 
creatures one might run across in the wilderness. Then he imparted his 
wisdom upon the young hero. 


th hb hb 


“As a paladin becomes more in tune with the essential rightness of the 
universe,” Rakeesh instructed, “he gains certain new abilities. The more 
good one does, the more good things one can do. You are a new 
paladin, but already your power grows with each new act of kindness. 
The first thing you'll learn is to make your sword glow with the blue 
flame.” 
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“I can do that now,” said Devon. 

“When your sword is filled with blue fire, you will be surrounded by 
the honor shield, which will help to protect you. And your sword will 
act as a magical weapon. The next skill you will learn is healing. It can 
be used on yourself or others, but it draws from your inner strength and 
cannot be called upon when you are weakened.” 


th hb ob 


“I must warn you about the Simbani. They are very brave warriors and 
honorable friends, but they dislike magic. It would be best if you do not 
mention magic or cast spells within the village.” 


I 


“There are many temptations for you, I’m afraid,” warned Rakeesh. 
“Try not to dishonor us among friends.” 


th hb ob 


They camped for the night around the comfort of a campfire, and 
arrived at the Simbani village the following morning. 


The Simbani Village 


They stood on low cliffs above the circular village. To the south the 
great plains of the savanna stretched to the horizon. Far to the south 
was a tiny patch of blue—a lake. To the north lay the village. A 
watchman stood guard. 

Rakeesh said, “Habari, Mzee Mngoje.” He introduced Devon. 

“Mzuri, lionman Rakeesh. It is good to see you.” Mngoje nodded to 
Devon. “Habari, bwana. Behold the village of the Simbani. Enter and 
be welcome.” 

They walked down the path and entered the village gates. 

“Hujambo, mabwana,” said Uhura, walking up with Simba in tow. 
And together they went to visit the Laibon, leader of the Simbani 
village. 


215 


Quest for Glory The Authorized Strategy Guide 


The usual formal greetings were exchanged in the modest hut of 
the Laibon. “Laibon Mkubwa, I have come here to bring peace. | have 
sworn this by my honor,” said Rakeesh. 

“Bring the leopardman chief to his 
knees before me and you shall have this 
peace you pledge.” 

“What has caused this great anger for 
the leopardmen?” asked the liontaur. 

“They have always been our enemies,” 
said the Laibon. “They are sneaky and 
cannot be trusted—and they use magic. A 
Simbani warrior cannot fight magic, so he 
must retreat. This is not a fair fight. They 
will always be our enemies, and now they have made us call for war. 
They stole the Spear of Death, and for that they shall die!” 

“There are ways to resolve the conflict besides war,” said Rakeesh. 
“You and the leopardman chief may speak your grievances before the 
Hall of Judgement in the city.” 
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“No, Rakeesh! The Spear of Death is stolen and we will fight to 
regain our pride. The worth of the spear will be paid in blood, not 
words. I have spoken. Kwa herini.” 

Gathered in Uhura’s hut, amid the animal skins and her warrior’s 
shield, they sat around the fire which crackled in the center of the one 
room. 

“It is good to be back in your own hut, is it not?” asked Rakeesh. 

“Very good, but Simba was well worth leaving my home for.” 

Rakeesh and Uhura lamented that the Laibon would not 
listen to talk of peace. 

Devon asked about the Laibon, and Uhura answered. “He 
is my mother’s brother, and he has always been kind to me. I 
don’t know why he will not listen.” 

“What about this spear?” asked Devon. 

“The Spear of Death is a powerful weapon. Only the best 
of Laibons have the spear. Ours is the best.” 

They left the tent and joined in the festive celebration given 
in the honor of the two distinguished guests. Later, in the guest 
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tent, Rakeesh expressed concern that if he did not return to Tarna, the 
king would declare war. He told Devon to find the spear and to try to 
get the Laibon to trust him. “I believe there is more to this war than the 
Laibon is telling us,” he said. 

“About the leopardmen?” asked Devon. 

“They usually stay in the jungle and are only out at night. The 
Simbani stay on the savanna and hunt by day—there is little 
interaction between them.” Rakeesh shook his great mane. “That the 
leopardmen would suddenly start a war with the Simbani and the 
liontaurs is beyond belief.” 

“Where is the jungle?” 

“East of here. The village of the leopardmen is there, and is said to 
be protected by magic.” 

“What sort of magic?” 

“Kreesha believes the spell prevents outsiders from even seeing the 
village.” 

When Devon woke at dawn on the fifth day since his arrival in 
Tarna, Rakeesh was gone. He left the hut and, for the first time, had a 
chance to explore the village on his own. The areas of interest were the 
target practice area to the west, a sort of platform bridge on the right, 
and something behind the hut of the Laibon that he could not quite 
make out. 

He went to the target area. It was a large open space complete 
with target and large spears. 


a 


He picked up a spear and threw it. The wind caught it and it sailed 
wildly, landing in the grass. He picked up another spear, and Uhura 
approached. She told him he must improve his judgement as well as his 
strength, pointed out the flag to his left that indicated the direction of 
the wind, and told him to practice as much as he could. 


I 


He wished he could take advantage of the target for some flame dart 
practice, but he heeded the advice of the liontaur and walked away. 
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th hb hb 


He threw his few daggers at the far away target, and realized he had a lot 
of practicing to do. He retrieved his daggers and tried again. And again. 


th hb ob 


In back of the hut of the Laibon, a strong young man sat by a flat rock 
with holes carved in it, which were filled with pebbles. A large cage was 
at his side. 

Devon walked up to the young warrior and introduced himself. 

“Iam Yesufu, the son of the Laibon. Would you like to play some 
Awari?” 

“How do you play this game?” asked Devon. 

“Sit down,” said Yesufu, and explained the rules. “I would be happy 
if you will tell me some stories while we play,” said Yesufu. They played 
several times; Devon losing each time. Devon told him stories of his 
adventures in Spielburg. 
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He asked about the cage next to the game area. It looked large 
enough to hold a Simbani warrior. “It is specially built to hold 
leopardmen prisoners. No magic can affect it. That way, leopardmen 
prisoners cannot use magic to escape.” 

When he had had enough of losing to the Simbani youth, Devon 
went to the platform bridge. 


th cb ob 


This looked like a good place to build up some strength. He walked 
under the bridge and grasped the bars. He “walked” hand-over-hand 
across the bridge several times. Then he grabbed the knotted rope and 
pulled himself onto the rough-hewn bridge. 

Uhura walked up. “We practice balance and judgement. This is the 
wrestling bridge. The last part of the initiation contest takes place here.” 

Devon bounced a bit on the bridge, nearly toppling off. “How do 
you wrestle on a bridge?” 

“In the contest,” Uhura explained, “two warriors stand on either 
side of the bridge and try to make the other lose his balance. The skill 
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of balance is important, but so is judging your opponent’s moves. This 
is a tough competition and requires a lot of practice.” 

Devon tried to walk across the bridge, but immediately fell off. 
Uhura called out words of encouragement. She left, and Devon 
practiced the rest of the morning, resting when he had to, and bruising 
himself terribly. 


th db ob 


This looked like a good place to build up some strength. He walked 
under the bridge and grasped the bars. He tried to make his way 
across, but could only move a few rungs before his arms gave out. He 
tried again and again, each time managing to go a bit farther before 
finally pooping out altogether. 


th hb ob 


This looked like a good place to build up some strength. He walked 
under the bridge and grasped the bars. He tried to make his way 
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across, but could only move a few rungs before his arms gave out. He 
tried again and again, each time managing to go a bit farther before 
needing to rest for a long while. 

He then climbed the knotted rope and walked across the narrow 
bridge several times, resting when he needed to. Uhura approached 
and explained that this was the wrestling bridge, where an important 
part of a warrior’s initiation trials take place. 


bh hb & 


He was anxious to explore the savanna. 


The Pool of Peace 


Devon waved at Mngoje as he walked into the savanna and headed for 
the blue water he had spotted from the cliffs on the day of his arrival. 
On the way, he was attacked twice, once by a croc similar to the one he 
had dealt with before, and once by a particularly disgusting giant ant. 
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After many hours, he arrived at the pool. It was wondrously 
beautiful compared with the starkness of the savanna. Bright trees and 
green grasses surrounded the clear pool whose water bubbled up from 
some underground spring. An impala lapped calmly at the water while 
a cheetah sunbathed upon the flat rocks nearby. Neither were startled 
nor disturbed by Devon’s presence, and he himself felt a sense of 
serenity and peace. This place was indeed magical—the feeling was 
similar to that felt at Erana’s Peace in the forest near Spielburg — and 
even the animals were affected by it. 

Devon approached the lake and filled both waterskins, as the 
impala walked off into the savanna. The cheetah remained, content to 
watch him. Devon dipped his hand and drank from the pool. The 
slightly sweet water fizzed in his mouth, and he felt immediately 
refreshed. 


th hb ob 


He cast detect magic —a strong aura of magic shone all around him, 
as he knew it would. It flowed especially from the large rock behind the 
lounging cheetah. The image of a tablet appeared to hover above the 
rock. There was mystical writing on it. He recognized the rune as the 
symbol for peace. 


i 


By this time, it was nearing sunset and he set out for the village, 
arriving just after dark. He went straight to his hut and his bed. 

He had many days of investigation ahead of him, he knew, and he 
decided to spend each morning at his usual routine of intense practice. 


th hob 
He threw the spears at the target many times, resting often, then 


attempted to walk across the wrestling bridge. After a lot of stumbles, 
he finally made it across. 
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th dh ob 


He walked out into the savanna and practiced his spells — especially 
the new one compliments of Keapon Laffin—the juggling lights. 
Perhaps someday this spell would actually seem useful to him. 


th hb hb 


He practiced his dagger-tossing at the target many times, rested, then 
walked across the wrestling bridge over and over. 


hh hb b&b 


After the workout, he went to find Yesufu for a friendly game of Awari. 
Instead, a gentle-looking man using a spear as a staff was there, and he 
seemed to recognize Devon. He gestured for him to join him. 
“Welcome. I am the storyteller. I would be most interested to learn 
more about you and your adventures. I am certain they will make for an 
interesting story.” 

“What sort of stories?” 

“Stories be many things. Lies, truths, quests. I have a story for you, 
if you wish to hear it. It be the story of a magic drum.” 

“Yes, please tell it.” 

The storyteller began. “I give you this story:” 


Once there was a people —proud, peaceful. A people 
who had no enemy. Then one night a thief stole into 
their village and stole their magic spear. Now the 
people have an enemy, now the people can have no 
peace. But who is this enemy? Who is the thief who 
stole the spear? That is not known. 


Then the next day, a warrior was found in front of the 
village. He was dying. He had in his hand a magic 
drum. He had on his lips a name —Leopardman —and 
the warrior died. 
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These are the questions of the story. Why did the 
warrior have the magic drum? Why did the warrior say 
“leopardman”? Why did the warrior die? 


“Il have given you this story,” the storyteller said somberly. “Now 
the questions are yours to do with what you will.” 

Devon asked the storyteller about himself. “A storyteller is to open 
the mind and heart of the listener. A storyteller knows no answers, only 
questions. Do you wish to hear a new story?” 

Devon nodded. 

“I give you this story:” 


th hb ob 


Both wished to become warriors. Each day, they 
practiced the ways of the warrior together. Each day 
they got better and better. One day, a woman came to 
their village. Both boys liked the woman; both wanted 
her for a wife. Now the boys were no longer friends. 
Came the day of initiation. Both tried to beat the other. 
They stood on the wrestling bridge. One boy made the 
other fall. That boy landed wrong and he died. One 
boy became a warrior. One boy was dead. The woman 
married someone else. 


Once there were two boys. They were good friends. | 


Who won the initation and who lost? 
th ch tb 


Once there was a boy who could do magic. The people of 
his village did not believe in magic, or trust it. They did 
not want the boy around. The boy left the village. One 
day, a terrible monster invaded the village. No warrior 


225 


Quest for Glory The Authorized Strategy Guide 


— could defeat it. The boy with the magic returned to the 
village and fought the monster. He used his magic against 
the monster, and the monster used its magic against the 
boy. The boy defeated the monster. The monster died. 
The monster defeated the boy. The boy died. 


Will the village now believe in magic? Will they learn 
that magic can be good? Will the village now mourn 
the boy they sent away? 


bh hb b 


could hide so no one could see him. He lived in a 
village, a peaceful village. One day, the thief decided to 
steal from his own village. He sneaked into someone’s 
hut and stole something. Now the village is not so 
quiet. Everyone accuses the other of being a thief. Now 
no one is a friend because anyone may be the enemy. 


Did the thief win, or did he lose? 


, Once there was a thief. This thief was very skilled. He 


th hb ob 


The storyteller looked at Devon. “I have given you this story. Now the 
questions are yours to do with what you will.” 

Devon asked about the Simbani, and received an offer to hear 
about the warrior woman: 


There once was a warrior — mighty, proud. And a 
woman. A warrior who wanted a baby. A baby must have 
a father. The father must have a wife. A wife cannot be a 
warrior —this was the way of the warrior’s people. So she 
left her people. She traveled very far, to where a warrior 
can be a wife. The people missed the warrior woman. 
They missed her strength, her courage, her words. 
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One day, the warrior came back and at her side was a 
small child. Yet the woman is still a warrior. 


Will the people learn that a warrior can be a wife? Will 
the people learn that a warrior woman is still a 
woman? Will the people learn that it is wrong to call a 
person one thing or another, but not both? 


Devon told the storyteller of his adventures in Shapeir, which 
pleased the storyteller. Then he spent the rest of the day practicing his 
skills and exploring the savanna (finding little of interest). 

He returned to the village shortly after dusk. The townspeople had 
gathered around a great bonfire in the center of the village. The 
storyteller was at the center, and Devon made it down from the cliff just 
in time to hear him speak: 

“I have caught a story.” 

“We will listen,” chanted his enthralled audience. 


It is all a lie. It is all the truth. Listen and learn. [We 
will listen.] 


There once was a people —a proud people. A people 
wealthy with land and cattle and the Spear of Death. 
One day, a thief entered the village and stole the spear. 
This thief stole more than just the spear. He stole the 
pride of the people. He stole their honor and wealth. 


This thief showed the people that they had an enemy. 
There cannot be peace as long as there is an enemy. 
[We will listen.] 


Now the people are angry. They see the enemy in every 
stranger. They have lost their great wealth of peace. 
They call out for war. They call upon their friends to 
join them. They call out at the enemy to meet them in 
war. But the enemy does not speak. [We will listen.] 


So the people go to war against an enemy they cannot 
see or hear. They go to war against an enemy they do 
not know. 
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Who will win the war? The people do not know. They 
know that without the spear, there can be no wealth or 
peace. The people will fight the enemy and they will 
win. And they will lose. That is always the way when 
there is war. [We listen and learn.] 


“I now set the story free.” 

“We will remember,” chanted the villagers. And all returned to their 
huts. 

As usual, heavy practice in the morning hours. 


I 


As Devon climbed onto the bridge the next morning, Uhura 
approached him. “If you wish to learn how this bridge is used in 
initiation contests, come down and I will show you.” Uhura climbed 
onto the platform. 

“Walking on the bridge is easy,” she explained. (Sure it is, Devon 
thought.) “When someone else is on the bridge it gets tricky. When you 
walk, keep your feet on the outside logs.” She took a few graceful 
steps. “You try to make your opponent fall from the bridge while you 
stay put. One way is to jump.” Uhura jumped on the swaying bridge, 
landing perfectly. “Another is to lean to one side, putting all of your 
weight on one foot. Or, drop down quickly, so that the bridge bends 
upward under your opponent.” She deftly demonstrated these moves, 
then elegantly dismounted the bridge. 

“Practice these moves. When you get good, we will practice 
together.” She left Devon to fall off the bridge countless times, as he 
practiced the moves that Uhura had made look so simple. 


hh db ob 


Bored with juggling twinkly carousels of lights between his hands, 
Devon threw a few force bolts and fireballs into the green grass, going 
for distance as well as accuracy. 

After practice, Devon was pleased to see that Yesufu was back at 
the Awari board. He greeted his friend and played several games with 
him, finally managing to win one from the master Awari player. 
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th cb ob 


On the wrestling bridge, Devon felt ready to try out the fancy flips and 
spins of the acrobatic rope maker, and had little success. 


th hb 


After practice, he approached the hut of the Laibon and was welcomed 
inside. Devon bowed. “I have traveled far to help you to achieve 
peace,” he said. 

“Then you will fight at our side and the leopardmen will fall,” said 
the Laibon. “Then there will be peace.” 

“Tell me about the missing spear.” 

“The Spear of Death is our greatest weapon. It will kill whatever it 
hits. It is the pride of the Simbani people.” 

Devon spotted a decorative drum, very unlike the decorations 
favored by the Simbani. He recalled the storyteller’s tale. “That is an 
interesting drum,” he said. 

“This is the leopardmen’s drum of magic. It is the source of all their 
power.” 

“How did you gain possession of the drum?” 

The Laibon hesitated. “One of our bravest warriors, Mbuzi, was 
found dead outside the village gates one day with the drum in his 
hands. He had been killed by magic. He had been missing several days 
before we found him. There was no sign of battle.” 


The Jungle 


It was high noon, and Devon gathered his things together and traveled 
to the jungle. He was not sure of what he would find—he was not 
naive enough to think he would find the magically hidden leopardman 
village — but he knew he must go. Maybe he would find Salim’s Heart 
of the World! 

Through the hot savanna he trudged. At one point he came upon a 
noose-type trap, which had caught and killed a little monkey. This 
made him feel terrible for a long while, as he wished he could have 
done something for the poor creature. 
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As he neared the jungle, a mammoth tree towered unbelievably 
high above the rest of the tall trees. It had to be the rumored magic 
tree. He hurried toward it. Darkness fell quickly in the jungle, and still 
he pressed on toward the tree 

Near dark, a terrifying screech came from somewhere near him in 
the jungle, and a huge wildcat jumped from the trees. It stood upright 
and hurled balls of magic fire from its paws. A leopardman! 

Not wishing to harm the creature (who he knew was a person with 
whom he had made a vow to make peace), Devon ran through the 
forest, leaping into the safety of the giant tree seconds before the 
leopardman leaped for his back. 


The Guardian and the Mother of the World 


A path wound around the tree, leading high up into two caves within a 
trunk as big as a thousand trees. He entered the first of the caves. A 
sphere of energy floated to him. It emanated a feeling of goodwill, and 
Devon was not afraid even when it enveloped him and entered his 
mind. 
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“Welcome to the Mother of the World,” said the clear voice in his 
head. “We are the guardian. What do you seek?” 

“Peace,” answered Devon, though not with his voice. He answered 
with pure thought. The guardian was pleased. 

He asked about the Mother of the World. “She is the first tree,” 
said the guardian. “She is the source and the living heart of all plants.” 

“How may I obtain a gift from her?” 

“You are seeking a gift? To receive, you must first give. Gather the 
life essence from the Pool of Peace. Give the essence to the Heart of 
the World. Then you shall receive your gift.” 


th hb ob 


He asked about magic wood. “You must earn it. Seek in the jungle a 
blue orchid. Bathe it in the life essence of the Pool of Peace when the 
moon shines upon its waters. Return with the glowing orchid to the 
Heart of the World. Place it upon the platform, and you shall gain what 
you desire.” 


th b&b bh 


“I seek a Gem of the Guardian,” said Devon in his mind. 

“Then we shall share one with you.” The guardian dropped five 
gems at Devon’s feet as it left his body. He retrieved one and climbed 
up to the second cave, where water flowed from the tree. 


The Heart of the World 


An incredible feeling of living energy flowed through him as Devon 
entered the cave. Soft grass and flowers grew from every surface. A 
stream flowed from the ground and fed the waterfall outside. The room 
resonated with life. This karmic experience could mean only one 
thing — he was in the Heart of the World. 

It was very late and the feeling of peace gave way to feelings of 
sleepiness. He dropped onto the soft grass and was immediately 
asleep. 
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At dawn he noticed the low spiral platform that stood in the center 
of the cave. He stood upon the platform and poured the magical Peace 
water from one of his waterskins. For this gift, a fruit appeared on a 
low-hanging branch of the small tree near him. He placed his gift 
carefully in his pack and left. 

He continued east in the jungle for most of the day, searching for 
clues to the leopardman village, but finding nothing. He did manage to 
find a monkey in a cage trap. The monkey looked miserable. Devon 
released it from its prison, and it ran up a tree. Devon greeted it, and 
the monkey greeted him back. His name was Manu. 

“How did you get yourself in the trap, Manu?” asked Devon. 

“Big fruit on ground. Manu went for it, and trap got Manu. Manu 
very sad. Manu be plenty dead soon.” Then the monkey ran away. 


fe 


The day was growing late, and it was time to return to the village. As 
he hurried through the jungle, he fought off a flying cobra and yet 
another ugly ant. He arrived at the Simbani village well after dark and 
slept in his hut. 

At dawn on the ninth day, he practiced his spear throwing, and 
then tackled the wrestling bridge again. He was amazed to discover that 
his acrobatics on the bridge were improving—he was actually able to 
stay on the bridge. 

“Hey, Prince. Interested in wrestling on this bridge with me?” 
Uhura called. Devon accepted the challenge, and Uhura climbed 
opposite him. She explained the strategy of the competition —to stay 
on balance, he must move opposite the moves of his opponent. 

“When I jump, you drop down,” she explained. “When I drop 
down, you jump. When I move to my left, you move to your left. Same 
with the right side.” 

They practiced this many, many times, until Devon could practice 
no more. 

“We’ll do this another day, when you are not so out of breath.” 
She left. Devon spent the next hour resting, then resumed his practice, 
alternating with the target board, for the rest of the day. 

“Habari, hero. Ready to practice with me again?” said Uhura at the 
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wrestling bridge the next morning. Devon agreed, and they practiced 
again. Again, Uhura left undefeated when Devon could not go on. He 
rested. 


th ob ob 


Devon search the jungle until he found a blue orchid growing in the 
branches of a mango tree. He fetched one of the blue flowers and 
hurried through the jungle, avoiding the creatures who tried to attack 
him. He arrived at the Pool of Peace well after dark. 

The moon shimmered on the bubbly pool, exactly as required. He 
gently dropped his orchid into the water, and a glow enveloped it. He 
drank of the water and slept among the foliage. 

The next morning, the ninth day, he awoke at dawn and left for the 
jungle and the Heart of the World. He arrived as the sun was setting. 
He gently placed the orchid on the platform. A piece of wood the size 
of a staff appeared in the tree that had earlier bore the gift of the fruit. 
Devon took the magical wood and left for the Simbani village, arriving 
there shortly after dawn on the tenth day. He slept for a few hours, and 
emerged in the late morning. 


I 


It was getting late, and Devon sneaked back towards the savanna, 
managing to hide from or run away from the evil creatures who stalked 
him. He arrived at the village well after dark and slept in his hut. He 
awoke at dawn on the ninth day and immediately practiced his dagger- 
tossing and his acrobatics. He practiced this, and sneaking around the 
savanna, for the rest of the day. On the morning of the tenth day, he 
practiced a bit of throwing. 


th hb b 


Bored, he decided to head into the savanna for a little more 
exploration. Something had to happen soon! “Have you heard? A 
prisoner has been captured!” Mngoje announced as Devon passed him 
at the cliff. 
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Author’s note: The different characters actually encounter 
the prisoner at different stages of the game. The prisoner is 
captured around the 14th day for the fighter/paladin, the 
10th day for the thief, and the 11th day for the magic user. 
For the sake of the flow of the story, I have taken the liberty 
of letting Devon discover the prisoner on day ten. 


“A prisoner?” 

“The leopardman is being held in the cage behind the hut of the 
Laibon. Our warriors were tending the heads when they heard 
something caught in a trap.” 

“What sort of trap?” 

“The leopardman was caught in the trap of the little people.” 
Devon quietly wondered if it were the same type of trap that had 
caught Manu. “Our warrior caught him before he could get out.” 

Devon went back into the village. In the cage behind the hut of the 
Laibon, there was indeed a creature that looked like a cross between a 
leopard and a man. Yesufu was guarding the prisoner and he called to 
Devon. “Hello! Look at the prisoner the warriors caught! Now maybe 
we can make the leopardmen give back our spear.” 

“How was the prisoner captured?” 

“The warrior found the leopardman at sunrise. He was trying to 
spy on the village.” 

Devon tried to speak to the leopardman, but the creature only 
snarled at him. He wanted desperately to consult with Uhura, but he 
knew she would be busy with her duties until evening. He spent the rest 
of the day practicing, and just after dusk, he entered the hut of his 
friend. 

He asked her about the prisoner. 

“The warriors are plenty proud,” said Uhura. “They have shown 
strength against the enemy. They will try to learn the secret of where 
the leopardman village is hidden. Only one trouble—the prisoner will 
not speak.” 

“He is a leopardman, after all,” said Devon. 

“Remember, he is a magic user. Take away his magic, and he is a 
man again.” 

Devon returned to his hut and went to bed. 
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In the morning, he paid another visit to the prisoner. Uhura was 
standing guard. She thought there would be a lot to learn from the 
leopardman if they could turn him back into a man. 

“I am troubled,” she said. “Unless you do something soon, | am 
afraid we won’t have a prisoner any longer. There is talk of making the 
leopardman tell where the village hides. They think the leopardman is 
too stubborn to speak. They think if they beat him, he will speak. | 
think he would die before revealing the secret of the village.” 

Devon knew what he must do. He gathered up his things and left 
for Tarna when the sun was straight up in the sky. He walked through 
the savanna, dodging monsters without relief. Near sunset, a red-tailed 
bird flew past him. Devon watched it for a bit; then ran after it. It was 
the honey bird! 

He followed it to a tree buzzing with hundreds of bees. Devon took 
the jar of honey from his pack and poured the goo onto the ground. 
Then he walked away. When he returned moments later, he caught the 
honey bird happily wallowing in the sticky puddle. He approached the 
bird, and it flew off, leaving a sticky feather behind. Devon took this for 
Salim. 

He traveled a bit farther, then gathered some firewood and camped 
for the night. He was still in the region of the Simbani village, and he 
had a long way to go. 


bh hb b&b 
Devon used the tinderbox he bought in Tarna to light a campfire. 
bh hb b&b 
Devon cast a flame dart at his pile of logs, setting it ablaze. 
th db hb 
As he lay down for the night, he heard a noise. He jumped up and 
readied himself. A strange little creature sauntered up, reeking of liquor. 


He greeted Devon, sat down at the fire, and took a swig from his flask. 
Devon sat beside him. 
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“With incredible reflex action, the earth pig avoids an almost 
certain death as he ducks the attack of a violet giraffe. Did you see the 
size of that thing?” He offered Devon a shot from his flask. Devon 
shook his head. The only purple giraffes in this savanna were in this 
guy’s hallucinations. 

“I’m Arne Saknoosen. I’m an 
aardvark.” 

“An aardvark?” said Devon. 

“We earth pigs are good at digging. 
That’s why we took up mining. We dig up 
diamonds and gold all year and sell them 
at Tarna when the caravans come. 
Haven’t seen any caravans lately, though. 
Must be all that trouble out at the Lost 
City. At any rate, we aardvarks pretty 
much mine our own business. Heh, heh.” He took another swig. 

Devon was skeptical. This could be another hallucination. “What 
Lost City?” 

“Out in the jungle a ways east of the waterfall lie the ruins of a lost 
civilization. There’s nothing much left there but some buildings and 
apemen. Nowadays, I seen some really strange things there. Didn't get 
close enough to make anything out, though. Couldn’t get across the 
waterfall.” 

“What was the trouble?” 

“A couple of months ago, we earth pigs felt a tremor in the 
force — magical force, that is. Aardvarks are real sensitive about 
tremors. Comes of being close to the earth. Anyhow, there was a 
magical disturbance, which means trouble to miners. Never know when 
a hole will collapse. So the aardvark alliance sent me to investigate. 
Arne Saknoosen, world famous explorer!” He drank to himself. 

“I climbed down from the mountains. I didn’t see much until I got 
near the Lost City. Lotsa things going on—weird lights, ugly 
monsters.” He shuddered. “Looks to be pretty much above ground, 
though, not likely to affect the mines.” 

The tipsy little animal was about talked out for the night. Devon 
wished Arne good night, and went to sleep. The next morning, he 
covered the smoldering firewood and resumed the trek to Tarna. 
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th db ob 


As he neared the city, he stopped at the wall of rocks to check on the 
little meerbat, and to try again to get some of the fruit. The vines were 
still in retreat, and on the rocks lay his gifts from the grateful 
meerbats — some fruit from venomous vine and a glowing opal. 


th db ob 


In Tarna, he visited the Apothecary to get the dispel potion he would 
use on the leopardman prisoner. “Greetings for the proposer of 
peace!” hailed the druggist when Devon entered the shop. 

Devon gave the feather to Salim, who gave Devon three healing 
pills in return. When Devon handed over the ingredients for the dispel 
potion, Salim pored over his recipe book and told him to come back 
another day for the potion — he had some serious studying to do. 

At the bazaar, rumors of weird sightings were growing common. 
The money changer heard that a ghostly figure with a staff walked the 
middle plateau after midnight when the moon is full. The oil merchant 
spoke of monsters in the savanna growing more and more fierce. 
Devon stocked up on rations from the fruit and fish vendors. 

As he was leaving the bazaar, Harami, the thief he had stopped for 
the guards of Tarna days earlier, approached him. “Hey you,” 
whispered Harami. “You gotta help me! Meet me in the bazaar 
tonight.” And Devon agreed. 


th dh ob 


Devon visited the house of Kreesha. “Now is the time for you to create 
your magical staff,” she told him. 

Under her instruction, they performed the ritual as he stood beside 
the pentagram. “Upon my words, call all of your spells. Do not call 
trigger, or you will unleash all the magic energy within and destroy all 
that is near.” He placed the magic wood inside the pentagram and cast 
upon it every spell but trigger. After the impressive ceremony, the 
magic staff became a part of him, and he summoned it to hold it in his 
hands—a container and an amplifier of spells, as Kreesha had called it. 
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th hb b&b 


At sundown, Devon went to the inn and the restaurant. Janna came 
over and told him the news: “The survivor of the peace mission, Khatib 
Maker’ram, will be here tonight. Do not be alarmed by Khatib’s 
appearance; he has suffered.” 

Devon ordered his meal. A bent man, barefoot and leaning heavily 
on a walking stick, hobbled over and sat at Devon’s table as Janna 
arrived with dinner. Devon greeted the man after he ate. The man 
looked startled, and eyed him suspiciously with his one good eye. 

“May I talk to you about the peace mission?” Devon asked quietly. 
Khatib’s hands shook violently. 

“No, I can’t remember. There is so much | cannot remember .. . 
peace mission . . . we were in a jungle . . . | was sleeping . . . screams 

. claws tearing me. No! I don’t want to remember.” He buried his 
face in his hands. 

Devon tried to ask him about the screams and the claws, but 
Khatib was only becoming more upset. He did verify that Reeshaka had 
saved his life, but that he did not know what had happened to her 
afterward. “I ran! I ran!” Khatib 
sobbed. Devon tried to comfort 
Khatib, and then left to keep his 
appointment with the honorless 
one in the deserted bazaar. 

“You came!” said Harami. 
“You have no idea how it is to be 
without honor in Tarna! Big deal, 
I thought. But it means no one can 
talk to me. No one can even look 
at me. I’ve no place to sleep 
except the empty bazaar tents. | 
can’t buy food. I can’t get away 
because no caravans are coming 
because of the talk of war.” 

Devon gave some of the dried 
fish to the thief, for which Harami 
was grateful. 
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se 


He made the sign of the thief, much to the stern warning of Harami to 
keep it to himself in Tarna. 


hh hb ib 


In the morning, Devon’s first stop was the Apothecary. Salim was 
finished with the potions of dispel. Devon bargained for them; then 
Salim gave them to him as a gift for ensuring his future with Julanar. 

He went to the temple to bring the Gem of the Guardian to 
Sekhmet. “Releaser of Darkness has returned!” said Sekhmet. And the 
judgement of Devon was begun. 

The high priestess handed him a goblet and ordered him to drink. It 
tasted strange, and his mind was immediately swimming in some 
primordial sea of semiconsciousness. Objects floated before his mind’s 
eye —symbols from which a voice in his head asked him to choose 
“that which you were” and “that which you are” and “that which you 
will be”. There was a sword; a key; a pentagram, which he understood; 
and other things like a ring and a goblet, which he thought he 
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understood at another level of 
consciousness. He was asked 
three questions — one after 
each of the choosing. The 
questions were designed to 
judge his heart and soul, and 
Devon was compelled to 
answer them with painful 
honesty. 

After the questions, the 
voice said: “Your soul has been 
weighed. You have chosen 
your path and shall be judged 
by it.” The symbols that he had 
chosen to represent himself 
were interpreted, then Sekmet 
announced: “You have been 
judged worthy.” His future was 
laid out for him. 


You have unleashed the darkness 

And the darkness encircles you. 

You must walk a narrow path to bring back light. 

Let the first part of your path be guided by friendship; 
Your feet already walk upon this path. 

Two you have known before; three you shall free. 

One you have brought low, then helped to rise again; 
One shall stand your rival and your friend. 

The sword shall cross your path and bonds shall be cut. 
Seek the least of guides to lead you to the depths of 
darkness; 

Now you are opener of the way 

And all your heart has called shall draw near to you. 
Two shall stand and five shall follow 

To face their greatest foe in a battle they cannot win. 
For you must walk alone to free them all. 

Seek the highest tower, there to shut the demon door. 
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hh db ob 


your fortune. 
You must lose your greatest treasure to drive the 
darkness through the door. 


Living stone shall block your way, then bridge you to | 


th hb hb 


There your powers shall be as naught, 
until your greatest spell is broken. 


hb hb b&b 


To win, you must lose your greatest treasure. 


Make your path above your foe. 
Then must you close the demon door. 


I 


This is that which might yet be. 
Your path is your own to follow or not. 


He left for the village at midmorning. On the way, he found a trap 
like the one he had seen the poor dead monkey in many days ago. 


te dh b&b 
Devon cut it with his sword, rendering it harmless. 


th hb hb 


— 


He cast trigger to spring the trap, making it harmless. 


bh hb 
Devon threw a dagger at it, making it harmless. | 
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hh hb bb 


He camped in the savanna for the night. The next morning, the ground 
thundered, and Devon whirled around to see a great beast —the 
dinosaur of the savanna — thundering toward him. 


th db ob 


Devon unsheathed his sword of the blue flame and slew the great beast. 
He used the sword to take the beast’s horn. 


wb hb b&b 
Devon cast dazzle to blind the beast, and ran as fast as he could. 
th ch tb 


Devon was no match for the huge beast. He ran as fast as he could, 
trying to sneak behind trees, but finding very few to hide behind. He 
finally outran the thing. 


th hb b&b 


At midmorning the next day, exactly two 
weeks after stepping through Kreesha’s 
portal, he arrived at the Simbani village. Two 
weeks, and he was not any closer to finding 
the Simbani Spear of Death. Chances were 
slim that the leopardman would ever reveal 
the location of his village — and the spear. 

He approached the caged prisoner. A 
Simbani warrior—who did not speak 
Devon’s language, he soon discovered — 
stood guard. Devon took out the dispel potion 
and gave it to the leopardman. Moments 
later, the leopardman transformed into ...a 
young woman! 
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“Please, I want to help you,” said Devon. “Tell me about the 
leopardmen so that I may help stop this war.” But the young woman 
turned away. 

That night, in Uhura’s hut, the two friends discussed what to do. 

“So, breaker of magic, you turn the leopardman into a woman. 
Now there is no more talk of beating the prisoner. Now there is talk of 
marrying the prisoner.” 

“She will never agree to be the wife of the enemy,” said Devon. 

“The Laibon is setting the bride price to buy the prisoner. You buy 
her; make her tell you where to find the leopardman village. She will 
tell you.” 

“That isn’t much of a marriage,” Devon said. 

“No, no. Buy her, woo her, then set her free. Maybe she help bring 
peace.” 

Devon frowned. “What do you mean by ‘woo’?” 

Uhura sighed. “No woman wants to be bought like a cow,” she 
said. “If you give her nice things, maybe she like you. Maybe she not 
kill you before running away.” 

The next morning, Devon paid another visit to the prisoner. Yesufu 
stood guard, saying he was considering buying her for himself. “The 
Laibon has set a high price, though, because she is a warrior. He does 
not want the girl to escape before we get the Spear of Death.” 

“Girl, huh!” said the prisoner. 

“So, the prisoner can speak!” said Yesufu. “She will make a fine 
wife.” 

“I will be no one’s wife unless I choose the husband. I certainly do 
not want a stupid, magic-less cow person or a stringy-haired foreigner.” 
She turned away from the men. 

Devon visited the Laibon to inquire about the prisoner and the 
bride price. 

“The price I set is high, for I want the husband to value her and not 
let her escape. Also, I do not want my son Yesufu to wed an enemy. 
The price is one fine robe, one fine spear, and five zebra skins.” 


th hb b&b 


“And only a warrior of the Simbani may buy her,” said the Laibon. “To 
become a warrior you must undergo tests of skill, courage, and 
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wisdom. When you are ready, bring me the horn of running death— 
the dinosaur of the savanna.” 

He would never be more ready than now. He handed the horn of 
the dinosaur he had just killed to the Laibon. The Laibon nodded 
approvingly. 

“Tomorrow we shall hold the initiation ritual. My son has brought 
me the dinosaur horn as well. We will see who will make the better 
warrior.” 

Devon knew that to become a warrior meant he must have great skill 
with the spears and on the wrestling bridge. At spear practice, Uhura 
offered to compete with him, to which he readily agreed. Then they 
practiced on the wrestling bridge together until the sun began to set. 


th hb b&b 


That night, Devon sneaked to the hut of the Laibon. He looked 
carefully for a way in, and spotted a small crack in the back of the hut. 
He took out his dagger and quietly used it to widen the hole, and he 
squeezed through, stepping over the bed of the snoring Laibon. 

There it was—the drum of magic. Only the drum would convince 
the leopardmen to talk of peace. He took it, then headed out. Lo! 
What was that? A chest! Devon quietly tried to open it, but it was 
locked. A securely locked chest of the head of a thriving village must 
surely be full of valuables. Now the village is not so quiet [said the 
voice of the storyteller]. Everyone accuses the other of being a thief. 
Now no one is a friend because anyone may be the enemy. 

Devon reached over the bed, careful not to wake the Laibon, and 
pulled himself through the hole and out into the village before he did 
something he would surely regret. He sneaked back to his own hut. 


bh hb & 
The next day, Devon set out to make the prisoner his new bride. 
The Initiation 


The first step was to become a Simbani warrior; the initiation began at 
dawn. 
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“The winner must be fast, but may not be the fastest,” announced 
the Laibon. Yesufu and Devon stood at the starting line of the first 
contest. “The winner must be skilled, but may not be the most skilled. 
The winner will be the one to use his brains as well as his skills . . . 
Go!” 

Devon and Yesufu raced along the route to the first trial of the 
race —a great pit in the savanna—and Yesufu beat him to the pit 
easily. Two rings hung on ropes from a tree branch directly over the 
pit. Several spears lay waiting. “To win this contest,” said Mngoje, the 
judge of this event, “get the ring from the rope. The man who gets the 
ring in the fewest moves, wins. In the event of a tie, the one who 
shows the most thought will win.” 

Yesufu, having won the race, went first. He threw one spear at the 
rope holding one of the rings and missed, but the second hit its target. 
The ring fell into the pit. Yesufu dove into the pit to retrieve the ring. 

It was Devon’s turn. He grabbed a vine that hung from the tree and 
attached it to his spear. After the second attempt, the spear sailed 
through the ring, and he used the vine to reel them both in. 

They continued the race. Again in the lead, Yesufu arrived at the 
second obstacle well ahead of Devon. It was a large circle of brambles, 
shoulder high and completely impassible. In the center was a small ring 
like the ones hanging over the pit. “The first to get the ring from the 
center of the thorns wins,” announced the judge. Yesufu began to hack 
through the brambles with a spear. Devon spotted a log nearby, pushed 
it over the thorns, then used it as a bridge to walk to the center and get 
the second ring. 

The race continued, again with Yesufu way way ahead. As Devon 
rounded a bend, he saw Yesufu lying on the ground, his leg caught in a 
hole. Devon helped him out and Yesufu was pronounced the winner at 
the finishing line. 

Devon won the spear throwing and wrestling bridge competitions. 
At the closing ceremonies, both men were named Simbani warriors. 

Later, in the privacy of the Laibon’s chamber, he proclaimed Devon 
as the overall winner and told him that he might ask for anything he 
wanted. Devon asked for a peace conference to be held in Tarna. 

“Always you speak of peace,” sighed the Laibon. “Very well. Set 
up a conference and I will come.” He gave the leopardmen’s drum to 
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Devon. “Take the Drum of Magic. It will stand as a sign that the 
Simbani will talk peace.” 


th db ob 


Devon set out for Tarna to obtain the bride price and gifts to win over 
the leopard woman prisoner. He went immediately to the Welcome 
Inn, anxious for a decent meal after so many days of rations. 

“It is a day of sorrow,” said Janna as she arrived to take his order. 
“The survivor has died today. Khatib Mukar’ram was found lying by the 
edge of the river this morning. None know why he was there or how 
he died.” 

“Any rumors?” 

“I have heard whispers that Khatib’s ghost was seen rising from the 
body in a dark cloud when they found the body, but I do not believe 
this. Khalib would not rise as a ghost. Even now, his ka is being 
weighed by Anubis and he will stand at Sekmet’s side.” 

Devon apologized for his ignorance and asked Janna to explain the 
ka and Anubis. “Ka is the soul that will live forever,” she said. “Anubis 
is the jackal-headed god which holds the scale of truth and weighs the 
ka of the dead.” 

Devon ate his meal in silence, and rested in his room until the 
following morning. 

After breakfast, and Janna’s latest rumor of a rampant killer hippo 
with glowing red eyes attacking boats on the river, Devon went to the 
bazaar. He needed five zebra skins from the leather merchant, a fine 
spear from the weapon seller, and a fine robe, such as the one he had 
seen at the cloth merchant in the southern part of the bazaar. 

As he bargained with the merchants for these items, he found that 
the talk of war was increasing. He stocked up on extra rations, learning 
from the fish merchant, whose sister cleaned the steps of the temple, 
that the liontaurs were becoming impatient with Rakeesh’s talk of 
peace, calling Rakeesh a coward. He also bought fruit and, tired of 
hearing the meat merchant’s dog whine, he broke down and bought 
mystery jerky. 

The trek throught the savanna on the way back to the village 
proved that the rumors of increased monsters in the savanna were true. 
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Two dinosaurs very nearly made mystery jerky out of him, not to 
mention the giant ants and the crocs that he had to deal with. 

He decided not to camp for the night, and pressed on, arriving at 
the village well after dark. 

“Habari, Laibon,” said Devon as he entered the hut of the Laibon 
the following morning. 

“Mzuri, young hero.” 

Devon paid the bride price, and brought up the subject of marriage. 

“I accept the price,” said the Laibon. “The leopardman prisoner is 
now your wife.” Somehow, Devon thought there would be more to it 
than that. He freshened up, then went to visit his bride. 

In back of the hut, Uhura stood guard. “Habari. Already the rumor 
is spreading that you are now the husband of the leopardman.” 

“Hah!” The prisoner looked scornfully at Devon. 

“I think you should find some gifts for your new bride,” said Uhura. 
“Maybe she will think of you as a friend rather than an enemy.” 

“How is she doing?” 

“When I told her she was your wife, she just spit and snarled. I 
don’t think she is pleased.” 

“You said something about gifts?” 

“When a Simbani wants to gain a friend, we give three gifts. One 
of friendship, one of beauty, one of trust. It is our way.” 

Devon searched through his pack. He pulled out the string of beads 
he had bought from the toothless old lady in the bazaar. Beads made a 
nice gesture of friendship, and he gave them to the leopardwoman. He 
thought he saw her smile a bit as she accepted them. Knowing that 
Shema would forgive him, he gave the prisoner the beautifully carved 
leopard that Shallah had carved. “This is lovely, but do not think that it 
will make me your wife,” she said. Then he gave her a fine, sharp 
dagger. “Do not think I will not use this on you someday,” warned the 
leopardwoman as she admired the gift. 

After that, she refused to talk anymore, and Devon left her alone. 

When he returned a few hours later, she still would not talk with 
him. The Simbani warrior was standing guard, ignoring Devon. “This is 
my real gift of trust,” he whispered as he unlatched the cage. The 
leopardwoman leaped out, bounded over the fence, and disappeared 
into the savanna. 
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The Simbani curses of the warrior ringing in his ears, Devon ran 
out of the village. As soon as he reached the jungle, he stopped to 
catch his breath. He heard a small noise — almost like a snicker — and 
he had that all-too familiar feeling of being watched. 

“Hello?” he called. 

“There is not a creature in the jungle which has not heard you 
coming,” said a woman’s voice. The leopardwoman emerged from her 
perfect hiding spot in the jungle. “Good thing you are not a hunter. So, 
you may have paid the cow people the bride price for me, but I am not 

your wife. Did you think you could buy me with a gift? | am Johari. | 
will choose my own husband when I want one.” 

Devon tried to explain that all he was trying to do was bring peace 
between the leopardmen and the Simbani village, but Johari remained 
suspicious. “I am trying to prevent war,” he insisted. 

Johari shook her head. “There will soon be open warfare between 
the cow people and my people. They first stole our Drum of Magic and 
then they captured and sold me as a bride. These insults are 
unacceptable.” 

“Do you know how your drum got into the Simbani village?” 

“We do not know how a cow man found our village or stole our 
Drum, but he left behind a spear in his hurry to escape.” 

“They say you sneaked into their village and stole the spear.” 

“We did not steal the spear,” Johari insisted. “The thief who took 
our Drum left it behind.” 


th ob ob 


Devon told Johari that he had the drum. 
“Good,” she said. “Let’s bring it to my father. Maybe he will stop 
talking so much of war and start talking of peace.” 


a 


Devon asked her about magic. “Most of it is done through ritual,” she 
said. “Maybe I'll show you someday.” 

Johari left. It was near dark, but he ran after her anyway, calling for 
her to come back. There were so many things to ask her. He called out 
her name. 
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“So, you are again calling out to all the monsters ‘Here I am, come 
and get me!’” said Johari. Devon was delighted to have found her. 

He told her of the doomed peace mission that never made it to the 
leopardman village. “We had nothing to do with such an ambush,” said 
Johari. “We did not even know about the mission.” 

“Then there will be war over nothing.” 

“So the cow people are mad at us for a spear we did not steal, and 
the liontaurs are mad at us for a peace mission we did not attack. I do 
not know what is going on, but you are right. A war over this would be 
very bad.” 

Devon asked her to speak with the other leopardmen. “I will talk to 
my father,” she said. “Maybe we can stop this war.” 

“When will you show me some of your magic?” asked Devon. 

Johari thought for a moment, then brightened. “Can you make 
lightning jump from your fingers?” Devon shook his head. “Maybe you 
would like to learn to make a lightning ball? It may help you stay alive 
in the jungle.” Johari taught the spell to Devon. After she left, he 
practiced his new spell, which appeared to be very powerful — and very 
draining. 

He slept the rest of the night in the safety of the Mother of the 
World, then looked for Johari in the morning. “My father is not 
interested in your words of peace,” she said after they found each 
other. “He even ordered me to never see you again.” 

“Then I need to talk with your father about peace.” He put his 
hands on her shoulders and looked into her eyes. “You have to help me 
stop this war.” 

She wriggled from his grasp. “Very well. But you will have to prove 
yourself to my father before he will listen to your words. Let’s go to my 
village.” 


The Leopardmen Village 


“My father and the other leopardmen will be furious that I brought you 
here,” Johari whispered. “You will have to prove yourself before they'll 
listen to you. They still may kill you on sight, but I'll try to save you.” 
Very reassuring words indeed. “You be very quiet. Do not let anyone 
see you before I talk to them, or you'll be one dead man.” Devon 
looked around him. There was nothing but trees. 
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“You can see my village from here,” she said quietly. All at once, 
Devon did see the leopardman village —where moments before it 
hadn’t been. “It will be dark soon and we can watch the change ritual. 
No outsider is allowed to see it and live, so do not tell anyone what you 
will see here.” Devon gave his word. 

“Very romantic setting,” he observed. “All you can do is talk about 
it?” asked Johari. He turned to her, and she embraced him. 

After the sun set, Johari led Devon to a secret spot to watch the 
change ritual. “Now you will see some real magic,” she said. Within the 
city walls, the villagers danced wildly on a wooden platform. In brilliant 
flashes of light, all had turned into the feline shape of the leopard. 


he de ob 


“You say you are good at sneaking. You'd better be if you think you 
can get the spear of death from my people.” Johari led him to the 
protected enclosure around the leopardman leader’s perched hut. Chui 
the pet black leopard kept guard outside. 
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Devon threw his grapnel from the fence of the enclosure to the hut. 
The leopard angrily leaped at the rope, and Devon threw his mystery 
jerky to it. The leopard seemed to enjoy it— Devon never would have 
eaten it. He crossed the rope. 

Inside the hut, a little monkey hung from a cage just inside the 
door, apparently the leader’s burglar alarm. Devon gave the monkey 
some fruit and then released it from its cage. He sneaked past the 
sleeping leader and grabbed the spear. 

Johari and Devon laid low for the next day and night, and then she 
took Devon to visit her father. 


th ob b&b 


“Come. Follow me.” They approached the gates. “Open up!” 
demanded the daughter of the leader of the leopardmen. “I am 
Johari, and this is my prisoner!” 

They were taken to stand before the leader on the platform 
where they had minutes before observed the changing. 
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“Why have you brought this outsider?” demanded the leader of the 
leopardmen. 


th bob 


“He is a very important person,” said Johari. “He has very important 
things to say.” 

There was much arguing over his presence, and then Devon told 
them that he had brought the Drum of Magic as a sign of peace. 

“Behold the Drum of Magic!” The leader held it high. “Behold the 
promise of peace!” 

Devon asked for the Spear of Death, which appeared magically in 
his hands.The leopardmen agreed to meet with the Simbani in Tarna. 


th db ob 


“This man is a mighty wizard and he wants to prove himself worthy of 
being here,” said Johari. 

A powerful leopardman approached him. “I am the shaman. Who 
is this outsider who claims he knows magic?” He squinted at Devon 
and challenged him to a duel of magic. Devon accepted. 

They moved to the arena, where the leopardman leader stood as 
the judge. “You cannot attack or harm the shaman directly,” Johari 
instructed Devon. “You cannot use the same spell more than once. You 
take turns casting and countering the other’s spells.” 

He raised a powerful paw towards Devon. “Outsider, you may 
begin the contest!” 

Devon summoned his magic staff, and the shaman did the same. 
Anticipating the shaman’s next move, Devon cast reversal (the leader 
did not say that the shaman could not attack Devon directly), and the 
fireball that sailed out of the shaman’s staff came flying back at the 
shaman. On and on the contest went, with Devon calling upon the 
spells at his command to counter every manner of creative attack that 
the shaman could come up with. The shaman became angrier, and the 
attacks more bold. Devon lighted the shaman’s darkness with juggling 
lights; he dazzled the deadly viper out of existence; he levitated from 
the eternal pit the shaman created for him. 


252 


Part Three Quest for Glory III 


The shaman was furious. “I will destroy you!!” he bellowed. 
“Demon, I call upon thee!” His eyes glowed red. “Demon I become 
thee!!” 

The villagers gasped in horror. “The shaman has become a 
demon!” screamed Johari. “Kill it!” 

The demon clenched its sharp claws, smoke wafting from its flaring 
nostrils as it prepared to tear Devon apart. Devon spilled his pack onto 
the arena ground, pawing through the contents. The demon seemed to 
float a hairbreadth above the ground as it walked toward him. With the 
reeking creature from hell inches away, Devon ripped the top from the 
dispel potion and threw it at the demon. 

The potion burned straight through the scaly skin, and noxious 
black fumes spewed from the wounds. The demon screamed once, and 
then it was gone. The shaken shaman stood in its place. “You saved 
me from the demon,” said the shaman. “I owe you my life.” 

Johari and the villagers let out an audible sigh of relief. The 
leopardman leader looked pleased. “Stranger, you have won both the 
contest and the respect of our people.” 
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Back on the platform, the leopardmen allowed Devon to talk of 
peace. The leader, the shaman at his side, listened, and gave the Spear 
of Death to Devon. The leopardmen agreed to meet with the Simbani 
in Tarna. 


bh hb & 


Devon told them that he had brought the Drum of Magic as a sign of 
peace. 

“Behold the drum of magic!” The leader held the drum for all to 
see. “Behold the promise of peace!” They agreed to meet with the 
Simbani in Tarna. 


th hb 


Back in the village, the people had gathered for a meeting with 
Rakeesh. Devon gave the spear to the Laibon. 


I 


The Laibon and Rakeesh told Devon to return the Drum of Magic to 
the leopardmen. 


th hb ob 


Devon filled Rakeesh in on everything that he knew, from the strange 
aardvark’s tale of the Lost City, to how he obtained the spear. Rakeesh 
hurried back to Tarna, and Devon left as soon as he was able. 

The peace conference in the Tarna Hall of Judgement was going 
about as well as could be expected, if it was a little boring for Devon’s 
taste. But things changed drastically when the Laibon was introduced. 
“I, Laibon of the Simbani, am speaking before the Council of 
Judgement. The Simbani and the Leopardmen have always been 
enemies. They steal our cattle by night. They use magic against our 
warriors. They are sneaky and are not to be trusted. They stole from us 
the symbol of the Simbani, the Spear of Death.” 

The leopardman leader was visibly furious, and before anyone 
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could stop him, he struck down the Laibon with a bolt of magic. Yesufu 
threw his spear through the leopardman’s heart, and he fell to the 
chamber floor dead. 

“Devon, can you see the demon leaving the body of the 
leopardman?” said Rakeesh, and indeed, a dark ghostly shimmer 
floated up from the body. “My friend, leave Tarna immediately, before 
King Rajah declares a state of war and closes the gates. Find the 
demon in the Lost City. I will join you if I can. Go!” 

Devon ran through the gates of Tarna as the order to shut the 
gates was being shouted from the king’s chambers. He ran toward the 
village, where he found he was welcome no more, and set up camp just 
outside the gates. The next morning, he entered the jungle. 


The Road fo the Lost City 


The fonkey Village 


“Man-friend!” The familiar monkey voice called to him from the trees. 
“Manu very happy to see friend! Man-friend like monkey village. Go to 
monkey village with Manu?” 

Well, why not? Who knew this jungle better than the monkeys? 
“Yes,” said Devon, “I will go with you to the monkey village.” 

They traveled the jungle the rest of the day, Manu effectively 
skirting the monsters, and when they finally camped, Devon heard the 
roar of a distant waterfall mixed with the usual din of the jungle. Manu 
repeatedly assured Devon of how much he would like the village. “Just 
like man village!” he would say. “Manu teach you. You be monkey 
man. You be hero of the monkeys!” In a weird sort of way, it was 
almost tempting. 

Before long, Manu pointed up at a tall, dense tree. “See? There it 
is!” Devon saw nothing but leaves. “Come up and see!” shouted Manu. 


I me 


Devon asked for help into the tree. The monkeys made a swing line 
from the vines for him to climb. 
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th & 

Devon levitated into the tree-top village. 
th hb 

He threw his grapnels into the tree and climbed the rope. 
bh hb b&b 


High in the tree, surrounded by the friendly, curious inhabitants of the 
village of the monkeys, Devon talked with his little friend. “Monkeys 
happy all the time,” said Manu. “Eat, sleep, pick fleas. Many, many 
things to do. You be happy here.” 

“Manu, do you know of someplace called the Lost City?” 
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“City not lost,” Manu said. “It far away.” 

“Have you ever seen a demon there?” Devon asked carefully. 

“Very bad — big claws. No— very bad things here — far away. Near 
the water that falls down.” 

“The waterfall,” said Devon. 

“Yes. Monkeys know the way — secret monkey pass cross big water 
that falls down. Monkeys very smart,” smiled Manu. 

Devon asked about the monkey pass, and Manu frowned. “Monkey 
pass only way to cross water. Monkeys run from bad city, from bad 
men with long arms that very mean to monkeys. Bad city, very bad. 
Long time, monkeys work in city. Pick food and not get to eat it. 
Monkeys run away.” 

“Manu, I need to go to the Lost City, and I need you to help me 
find it.” 

“No, no!” Manu stamped his feet. “Very bad things there! Eat 
man-friend!” 

“No one is going to be eaten,” Devon said. He argued with Manu 
for a very long time until he convinced the monkey to show him the 
way. 
The rest of the monkeys joined in the journey to the Lost City, 
making for an interesting caravan. Manu complained the entire way, 
insisting that they would take a look at the city from a distance, then 
turn and leave. Devon did not say a word. 

They arrived at the monkey pass—a great fissure in the cliffs 
across from the waterfall. Hundreds of feet below, the thundering falls 
crashed into the river, which eventually wound through the wilderness 
and flowed past the city of Tarna. The monkeys easily scaled the 
fissure. Devon explained to Manu that there was no way he could jump 
across, and, after seeing Devon’s jumping demonstration, Manu had to 
agree. 


th hb b&b 
Devon grabbed some nearby vines and told Manu how to make a vine 


rope and how to string it across the gap. When this was done, he 
crossed the bridge hand-over-hand. 
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th hb ob 


Devon grabbed some nearby vines and tied them to his waist. He went 
to the edge of the gap and explained to Manu what he was about to 
do. Manu wanted to know why Devon didn’t just fly across, to which he 
had to explain when one levitated, one could only move up and down, 
which Manu thought was very silly. Manu jumped across the gap and 
tugged on the rope, nearly pulling Devon off the side. “A little 
cooperation, if you please, Manu. Wait until I levitate,” said Devon. 
He rose up, and Manu pulled him easily across the gap. 


eb hb b&b 
Devon threw his rope across the gap and walked across. 


hh db hb 
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Moments after they were on the other side, the ground began to shake, call 
like an earthquake. The monkeys scattered. “Bad thing! Very bad 
thing!” called Manu. “Run!!” 
Immediately, a horrifying apparition exploded from the ground, like 
a hideous giant worm. A demon worm. It swiped at Devon with its 
foot-long claws. 


he bh b 
Devon fought the demon with his flaming sword. 


th db ob 


Devon summoned his staff and fired flame darts at the demon, sending 
it back to the underground world it came from. He quickly swallowed a 
healing pill to help control the bleeding and called for the monkeys to 
return. The monkeys ran up, very pleased and excited at Devon’s 
victory. 


259 


Quest for Glory The Authorized Strategy Guide 


th hb cb 
Devon and the monkeys ran for their lives. 


a 


The Lost City 


They were soon within sight of the ruins of a city that Devon imagined 
must have once been as thriving as Tarna. “We go now,” said Manu. 
“You see the bad city. We go back to good monkey village.” 

Devon shook his head. Manu became frantic. He told Devon that 
Devon had no choice — only the monkeys knew where the secret door 
was. 
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“Please Manu. Please, you have to tell me about the secret door. 
Many lives depend on this.” 

The monkey finally relented. “Look for man with jackal head. Put 
eye that glows in head and door opens.” As Devon thanked his friend, 
Manu said, “Manu not happy. Manu very sad. Man-friend go to bad 
city, be eaten. Manu not see man-friend again. Manu cry.” 

Devon assured his friend that he would visit him soon in the 
monkey village, and he quietly approached the remains of the once 
great city — the Lost City. 

Inside, ghostly ruins of once mighty buildings and statues now 
littered the jungle floor, covered with the viney growth of hundreds of 
years. One of Manu’s “bad men with long arms” —apemen, as Arne 
had called them—lumbered past. Devon ducked into the brush. He 
emerged to find that directly in front of him was the door with the 
jackal-headed god Anubis carved upon it. 


th hb b&b 


Devon placed the glowing gem he had received from the meerbats in 
the eye on the door. 


th hb ob 


A statue of Anubis looked down at him from above—its eye glowed. 
Devon fetched the eye from the statue and used it on the door. 


th cb b&b 


A statue of Anubis stared down at him from above—its eye glowed. 
Taking care to avoid the lumbering apeman patrolling nearby, Devon 
climbed the statue and plucked the eye from its socket. He quickly 
climbed back down and placed the gem in the eye on the door. 


th cb ob 


The door opened. He entered a large chamber, in the center of which 
was a stairway that led down into the abyss of the underworld. Two 
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demon guards stood looking over the abyss, their backs to Devon. One 
complained constantly to the other about how boring it was to guard 
“the door”. Devon saw a plain door was next to where he had entered. 


th hb 
Devon fought the demon guards and opened the door. 
hb hb & 


Devon calmed the guards, who became very sleepy and did not notice 
as Devon opened the door and slipped inside. 


th db ob 


Devon sneaked to the door, oiled its hinges, and picked the lock. He 
slipped inside. 
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The door led into a stone cell. A young female liontaur rose from the 
cold floor and asked him what he wanted. Devon explained as quickly 
as he could the events that led to this discovery. 

“I am Reeshaka Dar Kreesha, of Tarna,” said the liontaur, which 
Devon had already guessed. “The demons enter this world through a 
gate at the top of this tower. If we can destroy the world gate, we can 
defeat the demons.” 

A dark, formless entity floated through the stone walls and entered 
the body of the liontaur. Suddenly Reeshaka was a demon, ready to 
crush Devon’s skull in its claws. Devon threw the last dispel potion at it, 
and the demon fled. Reeshaka slumped to the ground. 

The air at the back of the cell shimmered, and Devon braced 
himself for another demon attack. Instead, Kreesha’s ankh-shaped 
portal appeared. Through it stepped Rakeesh, Uhura, Yesufu, and 
Johari. Then Harami, the dishonored thief of Tarna. 

Rakeesh held Reeshaka’s head and attempted to heal her with his 
inner energy. He spoke of how the prophecy was indeed coming true. 

“Hey, don’t look at me,” said Harami. “I’m not here to fight any 
demons. I just came to get out of Tarna.” 

Then little Manu climbed into the cell and ran up to Devon. 
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“Manu here. Help man-friend. Not let bad things eat man-friend.” 

“The prophecy is fulfilled,” said Rakeesh. “Uhura and I will fight off 
the demons trying to follow you. And the four friends will follow the hero.” 

With his paladin’s magic, Rakeesh blasted away the rubble 
that blocked the room next door. Reeshaka, Yesufu, Johari, little 
Manu, and Devon entered the room and encountered themselves 
in a series of mirrors. The images became distorted, the mirrors 
blasted away, and the five found themselves in battle with their 
demon selves. The demons were powerful, knowing the heroes 
moves before they made them. As Devon struggled, his demon 
screamed out. Harami had driven a knife into its shoulder blade. 

“Run, Devon. I will fight this demon. You must run and stop 
the demon wizard!” 

Devon raced up the spiral staircase and into the tower. What 
he saw was a vision of hell. A horrible creature—Rakeesh’s demon 
wizard — standing upon a platform hovering above the infinite abyss of 
the underworld. A great swirling mass hung in the air —the world gate. 
The gate between the underworld and real world. Next to the gate was 
an orb, in a field of pure energy within a stand of gold. 


a 


“You!” cried the demon wizard. “It was I who stole the drum and the 
spear, and you played into my hands. You helped bring all the pieces 
together with your stupid peace conference. Thanks to you, my enemy 
Rakeesh is in disgrace. But now, it is your turn to die!” 

The stone gargoyle in front of Devon sprang to life. Again, Devon 
was caught in a battle that nearly destroyed him. When it was finally 
over, the defeated gargoyle turned back into stone, and Devon pushed 
it over across the gap that separated him from the demon wizard. The 
wizard called upon the stone monster to capture Devon, and the stony 
hand wrapped around his leg. Devon pulled out his sword and threw it 
into the heart of the demon wizard. The gargoyle released his leg, and 
he used his magic shield to break the magic of the orb. The demon was 
destroyed, and the gate to the underworld closed forever. 


I Se 
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“You!” cried the demon wizard. “It was I who stole the drum and the 
spear, and you played into my hands. You helped bring all the pieces 
together with your stupid peace conference. Thanks to you, my enemy 
Rakeesh is in disgrace. But now, it is your turn to die!” 

Devon reversed the demon wizard’s magic ball of fire, and then he 
summoned his precious staff. At the demon wizard’s command, the 
staff flew from Devon’s hands and into the wizard’s grasp, which was 
what Devon was counting on. He triggered the magical energy within 
the staff, and the staff and the wizard were obliterated. He aimed a 
force bolt at the orb, and the gate to the underworld closed forever. 


hb hb b& 


He sneaked up to hear the demon wizard plotting with his evil master 
in the underworld. The wizard had been responsible for the thefts of 
the drum and the spear, for the leopardman leader’s attack upon the 
Laibon in the Hall of Judgement, and for the attack on the peace 
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mission. He had also weakened the orb, which had lost much of its 
energy. As he prepared the ritual, Devon climbed upon a fallen pillar, 
threw his grapnel at another pillar across the fissure, and walked across 
the tightrope. The demon wizard turned and set the pillar ablaze. 
Devon threw the rope across the top of the wizard, to another pillar. 
The wizard set the rope on fire, and Devon easily ran across the rope, 
leaped over the flames and onto the pillar. He then threw his remaining 
magical grapnel at the demon wizard’s skull. The demon wizard and the 
gate were destroyed. 


th hb ob 


When Devon returned to Reeshaka’s cell, his friends were waiting for him. 
The destruction of the world gate had freed them from the grasp of their 
demon doubles. Caught in the spirit of celebration, the leopardwoman 
Johari accepted Yesufu’s proposal of marriage, much to the surprise of the 
Simbani warrior. But an aura of evil still hung in the air. 

Suddenly, electrical charges shot through Devon’s body as a field of 
energy enveloped him and kept him jerking helplessly in its core. 

And far away, two evil beings watched the events from their crystal 
ball. Ad Avis was one of them, and he smiled. . . . 
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General Hints and 
Quick Walkthrough 


Quest for Glory III: The Wages of War returns to the simpler icon-driven 
playing style that you encountered in Quest for Glory I. And, once again, 
many of the general tips are similar to those of the first two games and 
are included here for easy reference. 

The one big change in this game is that if your fighter character was 
good and pure and became a paladin in one of the previous games, he 
may gain some minor magical abilities in this one. The first is that his 
sword will erupt in blue flame during combat. It will act as a magical 
weapon, causing greater damage; even giving your character some added 
protection against his assailant. The next will be the ability to perform 
some minor healing, either on himself or on others. This will take a lot of 
energy, though, and will not work if your character is exhausted. And 
finally, the paladin will gain a sense for danger and will obtain the extra 
protection of the honor shield. The more good deeds your paladin does, 
the faster he will gain these skills. 


Character Tips 
General 
e Talk to everyone you meet and get as much information from them as 
possible. : 


¢ Practice your skills every day while you are staying in the Simbani 
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village (you won’t have much time for practice during your visits to 
the city of Tarna). 


e The druggist sells pills of healing, poison cure, and mana—no more 
popping a vigor pill when you are tired! 

e If your character becomes exhausted, he will have to rest. For a 
magical alternative, buy your character extra waterskins from Tarna, 
and then fill them up with the fizzy water from the Pool of Peace. 
One drink will pep your hero right up. (Note: You will need two 
waterskins of Peace water for the game.) 

e You won’t have to worry as much about weighing your character 


down. In the Welcome Inn and in your hut in the village, a chest has 
been provided for you to store large items if you want to. 


e As in the first two games, you may not be able to handle tough 
encounters at first. Practice and try again if you have to. Thieves, 
just say no to fighting. 

e Safe places to spend the night: the Welcome Inn in Tarna, the guest 
hut in the Simbani village, the Pool of Peace, and the giant tree (the 
Mother of the World) in the jungle. If you must sleep in the savanna, 
be sure to light a campfire first. 


Save your game often! The game will automatically save your game 
before some of the more surprising encounters, but don’t rely on it. 


Fighter (and Paladin) 


e Keep in mind that you actually have a goal now with all of your 
skills practice — you need to become good enough at throwing 
spears and at wrestling on the wrestling bridge to pass the initiation 
and become a Simbani warrior. Practice daily while you are there! 


e Throw lots of spears at the target in the Simbani village. When 
Uhura offers to compete with you, you know you are getting pretty 
good. 

e Walk across the wrestling bridge. When you are good enough, 
Uhura will offer to practice wrestling with you and will show you 
some fancy moves. When you learn these, practice them often. 
Don’t be discouraged when you fall off the bridge a lot at first. 
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To build up your strength, go across the wrestling bridge hand-over- 
hand (click the Hand icon in the center of the bridge). Do this every 
day. Building your strength will also help your spear throwing. 


Try to defeat one of each of the monsters in the savanna and the 
jungle. These are crocs (they carry cash), giant ants, dinosaurs, and 
flying cobras (take a poison cure pill if you get bitten). (You get two 
points for defeating a leopardman, but it seems uncool to kill 
someone with whom you are trying to make peace; consider 
running from these encounters). Other monsters include demon 
worms, apemen (they also carry cash, but since you probably won't 
encounter one until the very end of the game, you have to ask 
yourself if it is worth the trouble), and demons. 


fagic User 


Build your intelligence by playing Awari with Yesufu whenever you 
can. 

One spell, juggling lights, is contained in the package you will get 
from the sultan before you leave Shapeir (wait until you are alone to 
open it). 

The very powerful spell summon magic staff will be taught to you 
by Kreesha when you bring back a very special component. 


The leopardwoman will teach you lightning ball when you gain her 
trust. 


You can’t practice your magic in Tarna or in the Simbani village, so 
you will have to venture out into the wild savanna. Practice all of 
your spells every day if you can, especially the new ones. When you 
learn to summon the magic staff, cast it first, and then use it to cast 
other spells. 


Avoid tough monsters by casting calm or dazzle and running away. 
Or, for fun (and sometimes profit), save your game and try to defeat 
some of them by casting flame darts or force bolts at them, 
especially once you have gained the magic staff. You are a powerful 
wizard now. Take advantage of it. 
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Thief 
¢ Be sure to get plenty of the thieves’ best friends: throwing daggers 
and oil (you already have the thieves’ tool kit). 


e Practice throwing daggers at the target board in the Simbani village 
every day. Later on, you will be glad you did. You can also improve 
your skill by picking up and throwing rocks in the savanna. 


e Also practice your acrobatics on the wrestling bridge daily. You will 
have to become very good at just walking across the bridge before 
you will be able to try the fancy flips. 


¢ Building up strength will help your throwing ability. Go across the 
wrestling bridge hand-over-hand a few times a day (click the Hand 
icon in the center of the bridge). 


e As always, sneak around a lot to improve your stealth. 


e Unfortunately for you, there is not much in the grassy savanna to 
hide behind. Even with all of your sneakiness, most monsters will 
still find you. You can throw daggers at them, but most are pretty 
tough. Usually, it is best just to beat it. 


Quick Walkthrough 


Once again, the following walkthrough is intended to be just one way of 
getting through the game. The solutions to all of the puzzles within the 
game are included. 

There is one section with which I have taken some liberties: the 
capture of the leopardman prisoner in the Simbani village. In the game, 
the prisoner is captured by the Simbani warriors around the 14th day 
for the fighter/paladin, the 10th day for the thief, and the 11th day for 
the magic user. For the sake of simplicity. I assume in the walkthrough, 
as I did in the preceding story section, that the prisoner appears on day 
ten. Fighters/paladins should use the extra time practicing their skills 
(you have a contest to win!); magic users may still be finishing up a little 
side quest anyway. 
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Day 1 


Kreesha’s Magic Room 

You, Rakeesh, Uhura, and baby Simba have just stepped through the 
magic portal in Shapeir and stepped out into the pyramid city of Tarna. 
You are in the house of Kreesha the liontaur — wizard, councilwoman, 
and mate of your friend Rakeesh. After Uhura and Simba leave, ask 
Kreesha and Rakeesh all about Tarna and the war, and then leave them 
alone and explore the city. 


The Apothecary 

Sit down on the blue cushion and make yourself comfortable while you 
rap with this fellow. Ask him about himself and his pills (especially 
healing pills) and potions. Start a conversation about plants and trees, 
then tell him about Julanar the plant woman in Shapeir. Ask about the 
magic tree in the jungle. 


The Bazaar — Encounter with Harami the Thief 

Walk down the steps to the bazaar. It runs along the side of the city, 
bordering the river, and encompasses four screens. First, go north to 
see the money changer and witness a dispute. Fighters, run after the 
thief. Magic users, cast calm (or another spell) to stop the thief. 
Thieves, throw a dagger at the thief to stop him. You will be taken to 
the upper plateau of the city to the Hall of Judgement. 


The Hall of Judgement and the King’s Chamber 
Sit through the trial and then join Rakeesh in the king’s chamber. Just 
do your best not to offend King Rajah. Greet him. Defend Rakeesh. 
Talk with the king as much as he will let you. 

Talk to the guard outside the Hall of Judgement. He can supply you 
with more information about Tarna, the plateaus, and the temple. 


The Temple of Sekhmet 


Climb the steep steps and enter the temple. Sekhmet will tell you to 
find the Gem of the Guardian. 
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Return to Kreesha’s house. Ask her about honor and learn more 
about Rakeesh’s past. Magic users, ask about magic. Kreesha will tell 
you to return with some magic wood so that you may create a magic 
staff. 


The Welcome Inn 

Read the bulletin board on the wall between the doors. Find an empty 
seat in the restaurant and sit down. Talk to Janna, the welcome 
woman. Ask about the inn, restaurant, and your room, then ask all 
about the survivor and the peace mission. Order dinner, then go to 
your room. If you need to lighten the load in your pack, you can store 
some items in the chest. Magic users, now is a good time to open your 
gift from the sultan. The gift is written on the wrapping paper. 


Day 2 
Eat breakfast at the inn. 


The Bazaar 

Go back to the north bazaar and exchange your money with the money 
changer. Now you can do some shopping. Explore all four screens of 
the bazaar. Talk with each merchant and ask about rumors, themselves, 
and what they sell. When you want to buy something, always try to 
bargain for the lowest possible price. They won’t always accept, but 
sometimes you can save some money. 

Things to do: buy at least one other waterskin from the leather 
merchant, honey from the honey merchant, and beads from the old 
woman. Stock up on rations by buying some fruit, fish, and meat. Place 
your hand on the drummer’s coin bowl. You will either be giving 
generously (fighters and magic users) or not (thieves). Talk with the Katta 
about Shapeir and Shema and give Shallah the note. Try to bargain for 
one of his carvings (he will give you the leopard). Thieves, buy a 
tinderbox and the black bird from the junk dealers, some throwing 
daggers from the weapon dealer, oil from the oil merchant, and rope 
from the rope maker. Attach your magic grapnels to the rope. Give the 
rope maker the secret thieves’ sign, find out about acrobatics, then pay 
him for a lesson. Fighters, buy a tinderbox from the junk dealers. 
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Return to the Apothecary. Tell Salim more about Julanar. Bargain 
for some pills if you need them. Walk to the right past Kreesha’s house 
and exit the gates of Tarna. 


The Savanna 

On the overview map of the area, click on the pile of boulders 
southeast of the city. If your character encounters a monster along the 
way, fight it or run away, then walk offscreen to return to the overview 
map and to continue the journey. 


The Meerbats and the Venomous Vine 

If you have picked the right pile of boulders, you will see the venomous 
vines and the meerbats who try to get the fruit. Fighters, watch the 
meerbats for a while. When the little one gets caught by a vine, use 
your sword to cut the vine nearest you. Take a poison cure pill, then go 
to the injured meerbat and give it a healing pill. Walk away from the 
boulders, then, if you have time, return and take the fruit and the opal. 
If you run out of time and have to return to the city, come back on 
another day to retrieve your gift. Magic users, cast fetch to get the fruit, 
then return to Tarna. Thieves, throw your magic grapnels at the vine to 
get the fruit. Hurry back to Tarna. (Note: if you simply run out of time 
before you even get to the vine area, you will have another chance 
upon your return to Tarna next week.) 


Days 3 and 4 


At dawn, meet with the Council of Judgement. Pledge your honor just 
like Rakeesh (only paladins actually have to do this). Again, try not to 
offend the king when you see him after the meeting. Talk to him about 
peace if you can. 


The Simbani Village 

Travel with Rakeesh to the Simbani village. Pay attention to his advice. 
Follow Uhura to the hut of the Laibon—the leader of the tribe. Be 
polite. Then, once in Uhura’s hut, ask Uhura and Rakeesh all about the 
village, the Laibon, and the spear. Later on, in the guest hut with 
Rakeesh, find out about the leopardmen, their magic, and the jungle. 
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Day 5 

Explore the village and practice areas. Fighters, throw spears at the 
target at the west end of the village until you are too tired to throw any 
more. Thieves, throw your daggers at the target. Click the Hand icon at 
the target to retrieve the daggers and practice many more times. 

Go in back of the Laibon’s hut. Talk with Yesufu and learn the 
game of Awari. It is an easy game once you get used to it and requires 
a bit of strategy. Play with Yesufu several times for fun. Magic users, 
play with Yesufu whenever you can to build up your intelligence score 
(which improves your magical ability). While you are here, ask Yesufu 
about that big cage. 

At the east end of the village is the wrestling bridge. This is a good 
place to get tired —be sure to rest whenever you need to. 

Fighters, try walking across the bridge several times (you will be 
very clumsy for a while). To get up on the bridge, click the Hand icon 
on one of the ropes. Eventually, after a few days of this, Uhura will 
teach you some fancier moves to practice. Also, go hand-over-hand 
across the bridge several times. Click on the center of the bridge to do 
this. 

Magic users, there is nothing you really need to do here, but if you 
want to build up some strength to carry more things in your pack, go 
across the bridge hand-over-hand several times. 

Thieves, walk across the bridge several times. Eventually (it may not 
be the first day), a control box will appear, which will allow you to try 
the acrobatic moves that the rope maker taught you. Practice these 
often. Also, build strength by going across the bridge hand-over-hand 
several times. 


The Pool of Peace 

When you've had enough practice, go to the pool water south of the 
village. Magic users, while you are on the savanna, stop and practice 
your magic; when you get to the pool, cast detect magic. 

Fill up your waterskins from the pool. You will need two of them 
for the game. If you fill up more, you can use them as you would vigor 
potions. Take a drink from the pool. You can sleep here or go back to 
the village. 
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Day 6 
After morning practice, go to where Yesufu had been the day before 
and encounter the story teller. Ask him about himself, and then ask him 
for the stories that he offers. He will tell you three—one about the 
magic drum, one about the warrior woman, and one that will really hit 
home with you. 

Leave the village, and return just after dusk. Join the townspeople 
in the center of the village and listen to the storyteller once again. 


Days 7 Through 9 


Practice all morning. Go to the hut of the Laibon and tell about peace. 
Ask him about the spear and the drum and anything else you want to 
know about before he throws you out. 


The Guardian and the Mother of the World 

It is time to go east into the jungle. Head for the giant tree and follow 
the path upward to the first of the two caves high in the trunk. Let the 
guardian envelop you. Tell it about peace, then ask about the Mother of 
the World and a gift. Magic users, ask about magic wood. 

When you are done asking questions, ask the guardian for a gem. 
When several are thrown at your feet, only take one. Leave the cave 
and climb up to the second cave. You are now in the Heart of the 
World. This is a good place to spend the night. Walk onto the spiral 
platform and pour the water from one of the waterskins onto it. Get 
the fruit that appears in the tree (your gift). 

Leave the tree and continue east into the jungle until you find a 
monkey in a cage trap. Open the cage and free him. When the 
monkey climbs the tree, talk to him. Ask his name and how he got into 
the trap. 

Fighters, go back to the village. Spend the next day practicing—by 
now, Uhura will probably offer to practice on the wrestling bridge with 
you. Practice all day and go to bed. 

Magic users, search the jungle for a blue orchid (you will find it in a 
mango tree). Fetch a flower. Hurry back to the Pool of Peace and try to 
get there when the moon is shining on the water. If it is, dunk the 
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orchid in the water, sleep by the pool, then go back to the giant tree in 
the morning. Place the orchid on the platform and get your magic 
wood from the tree where the fruit appeared. Go back to the village, 
traveling all night if you have to. 

Thieves, go back to the village. Spend all next day practicing and 
sneaking around. Go to bed. 


Day 10 


Fighters, practice all morning, then look for the prisoner behind the 
Laibon’s hut. (You may not actually find him for several days. Practice 
with Uhura daily. After Uhura challenges you to throw spears with her, 
look for the prisoner again. If he still isn’t there, try leaving the village 
and returning. If he still isn’t there, skip this part, go to Tarna, and then 
look again after you return.) 

Thieves, practice all morning, then look for the prisoner behind the 
Laibon’s hut. 

Magic users, you may just be getting in from the jungle. Look for 
the prisoner behind the Laibon’s hut. If he isn’t there, get some sleep 
and look the next day. You may need to leave the village and come 
back in before he appears. 


The Leopardman Prisoner 
When you do finally encounter him, talk with whomever is guarding the 
prisoner. It is a good idea to speak with both Yesufu and Uhura, so 
keep leaving the area and returning so that you can ask both of them 
questions regarding the prisoner and how he was captured. 

After dark, enter Uhura’s hut and learn more about the prisoner. 
Return to your hut for the night. 


Days 11 and 12 


Leave for Tarna. There are two important encounters to strive for 
along the way. For the first one, camp for the night in the savanna 
near the Simbani village. To camp properly, you need to click on the 
sleep symbol while you are still on the overview map. You will have the 
option of building a campfire (of course!), and a pile of logs will appear. 
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Fighters and thieves, use the tinderbox on the logs. Magic users, try a 
flame dart aimed at the logs. Lie down. With any luck, little Arne the 
aardvark will walk up. He may have had a few, but he can give you all 
sorts of good information. Be sure to ask him about aardvarks, the Lost 
City, and the trouble. (Note: in the morning, don’t forget to bury the 
campfire!) 

The other encounter, if you have not already experienced it, is the 
honey bird. If you see a red bird flying overhead, follow it to the 
beehive. Pour your honey on the ground and walk away. Return to find 
the bird wallowing in the honey. Approach the bird and get the feather 
from the honey. 

Fighters, if you had to leave the meerbats in a hurry, return now 
and get your gifts. 

Back in Tarna, visit the Apothecary. Give Salim the feather (and 
get some healing pills in return) and then give him the ingredients for 
the dispel potion. Check out the bazaar. Most of the merchants have 
some interesting rumors to share with you. When Harami asks you to 
meet with him that night, agree. Magic users, return to Kreesha’s 
house and perform the ritual with her. 

Go to the inn at sunset and sit down. Order a meal. Talk to the 
survivor when he joins you. Try to get as much information from him 
as you can about what happened to the emissaries of the peace 
mission — but this won’t be easy. 

Leave the inn after dark and meet Harami in the empty bazaar. Ask 
him about being without honor. Give him some food or rations. 
Thieves, make the thieves’ sign. 


Day 13 


The next morning, get the dispel potions from the Apothecary. 
Bargain for them, and Salim will be very generous. 

Take the gem you got from the guardian to the temple. When you 
are asked to choose from the objects, just try to choose wisely. Most 
likely, everything will come out OK in the end. Pay attention to your 
future as it is laid out for you. It is another prophecy and may give you 
some clues as to what to do at the end of the game. 
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Days 14 and 15 


Return to the Simbani village. Camp for the night in the savanna if you 
have to. Fighters, if you haven’t already fought a dinosaur in the 
savanna, do so now. After you defeat it, cut off its horn. Also, once in 
the village, you may be encountering the prisoner for the first time. If 
so, talk with Yesufu and Uhura about the prisoner before continuing. 
Visit the prisoner. Leave and return if necessary until the Simbani 
warrior who does not speak your language is guarding the prisoner. 
Give the leopardman the dispel potion. Visit Uhura in her hut later that 
night. Ask about wife and marriage, and about wooing the prisoner. 


Day 16 


The next day, visit the Laibon and ask about the bride price. Fighters, 
before you do this, be sure you are ready for the warrior initiation. 
Then, give the Laibon the dinosaur horn. 

Thieves, after dark, sneak to the hut of the sleeping Laibon. Look 
carefully for a crack in the back. Use a dagger to widen the hole and 
step in. Take the Drum of Magic, and use your hands to pull yourself 
back out of the hole. 


Days 17 and 18 


Fighters, go through the initiation. At the first contest, pull a vine from 
the tree and attach it to a spear. Throw the spear through the ring (it 
should take two tries). At the second contest, push the log over the 
thorns and walk over it into the center of the circle; get the ring. 
During the race, help Yesufu out of the hole he falls into. Do your best 
at the spear throwing and wrestling bridge competitions — play to win. 
When the Laibon asks you what you want, ask for a peace conference 
(you will get the drum). 

Once again, set out for Tarna. If you want to, you can keep going 
and arrive after dark. Go to the Welcome Inn and learn of the 
survivor’s death. Ask Janna for rumors. Go to bed. 

The next morning, go to the bazaar and obtain the bride price from 
the merchants. Ask about rumors again. Buy a fine dagger and stock 


278 


Part Three General ints and Quick Walkthrough 


up on rations. Thieves, be sure you have some fruit and dried fish or 
meat. Head back to the village and arrive after dark. 


Days 18 Through 20 


In the morning, pay the Laibon the bride price and bring up marriage. 
Visit the prisoner (a few times if you have to) so that you can talk with 
Uhura as she stands guard, and ask her about gifts. Give the prisoner 
your beads, the carved leopard, and the fine dagger. Leave and return 
when the Simbani warrior is guarding the prisoner. Open the cage. Exit 
the village and enter the jungle. 

When you hear something in the jungle, call out. Ask the 
leopardwoman her name. Tell her about peace and preventing war. 
Ask Johari as many questions as you like. Fighters and thieves, tell her 
about the drum and follow her to the leopardman village. Magic users, 
ask her about magic. Say good-bye, then look for her again. Ask about 
magic again and learn lightning ball. You have to leave and find her 
again (sleep in the tree if you have to). Convince her to take you to the 
leopardman village. 


The Leopardman Village 
Outside the village, speak of romance, then take a step towards Johari 
for your smooch. 

Thieves, Johari will tell you to steal the spear from her father’s hut. 
First, throw your grapnel from the fence to the hut. Throw some dried 
meat or fish to the leopard. Walk across the rope. Sneak inside the hut. 
Give the monkey some fruit, then let it out of the cage. Sneak over and 
get the spear, then get out. 

Follow Johari’s lead into the village. 

Fighters, when asked to speak, tell the leader you have the drum; 
he will give you the spear. 

Magic users, accept the duel of magic. Summon the magic staff 
(the shaman will do the same). Cast reversal to protect against the 
shaman’s attack. To counteract the wall of flame, cast calm. Get out of 
the thorns with open. Light the darkness with juggling lights. Dazzle 
the snake. Levitate out of the pit. Throw a potion at the shaman when 
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he becomes a demon. Back on the platform, talk of peace and get the 
spear. 
Thieves, when you can speak, tell about the Drum of Magic. 


Days 20 Through 24 


The Road to the Lost City 

After the fiasco of the peace conference in Tarna, return to the jungle 
and find your monkey friend Manu. Follow him to the monkey village. 
Fighters, ask for help and get the monkeys to make a swing line for 
you. Magic users, levitate into the tree. Thieves, throw your grapnels 
into the tree. 

Talk to Manu about the Lost City and demons. Try to convince 
Manu (and argue with him) to take you there. He will finally agree. On 
the way, come to the impassable (for humans) monkey pass. 

Fighters, get vines from the nearby tree and tell Manu how to make 
a vine rope and to string it across the gap; cross the bridge hand-over- 
hand. Magic users, get the vines and tie them to your waist. Walk to the 
edge of the cliff and explain levitate to Manu. Ask for cooperation. 
Cast levitate, and he will pull you across the gap like a helium balloon. 
Thieves, throw the grapnels across the gap at the nearest tree and walk 
the tightrope. 

On the other side, deal with the demon worm. Fighters, fight it. 
Magic users, you should be able to defeat it with your spells. Or, run. 
Thieves, run like mad. 

At the Lost City, ask Manu about the secret door. Enter the city 
and approach the secret door (look for the jackal). Fighters, look at the 
door. Place the glowing opal inside the eye in the door. Magic users, 
look at the door and at the statue above you up the steps. Fetch the 
eye from the statue and put it in the eye in the door. Thieves, climb the 
side of the statue and get the gem. Climb down and insert it into the 
eye on the door. Be careful to avoid the apeman lurking about. 

Go through the door. Listen to the demon guards. Notice the door 
behind them. Fighters, fight the demon guards and open the door. 
Magic users, calm the guards and open the door. Thieves, sneak 
behind the guards to the door, oil the hinges, and pick the lock. 
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Throw the remaining dispel potion on the demon that possesses 
Reeshaka. 

After Harami relieves you of fighting your demon self, you will run 
up to the tower. 

Fighters, fight the very tough stone gargoyle. Push it across the gap 
and try to walk across. When it grabs you, throw your sword at the 
demon wizard. Use your magic shield to smash the orb. 

Magic users, cast reversal, then summon your magic staff. When 
the demon wizard has your staff, cast trigger upon it. Destroy the orb 
with a force bolt. 

Thieves, sneak into the tower. Climb onto the fallen pillar toward 
the back and throw the grapnel at the pillar across the gap from you. 
Walk across the rope. Throw the grapnel over the demon wizard’s head 
to the pillar in the foreground and start to walk across, hopping over 
the flames. Throw your last grapnel at the demon wizard’s skull. 

Be prepared for the cliff-hanger ending — and keep your eyes open 
for Quest for Glory IV! 
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A ilysterious Cave 


Cave of Bones 


Devon dreamed—disturbing visions of flying over a strange and eerie 
mountain landscape. He shivered from the cold and opened his eyes. He 
looked around in amazement. Where was he? The last thing he 
remembered was talking to Rakeesh; then there had been pain, and he 
had blacked out. Now he was sitting in a cold and dark place. The only 
sound was that of his own breath. 

As he stood up, he realized the ground he was standing on was 
actually a huge bone. The entire room looked like a cave made up of the 
skeleton of some incredibly huge creature. The only light source in the 
room was a weird glow from the bones. He walked toward what looked 
like an enormous skull. 
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He tripped over something, and barely kept himself from slipping 
off the spine into the darkness below him. As he stood up, his hand felt 
something hard lying on the bone. He looked down and saw the 
skeletal remains of a human, partially embedded in the spine. He 
grabbed a loose dagger and a few strange coins. The large coins had an 
impression of a crown on one side and a castle, with the word 
Mordavia, on the other side. The smaller brass coins had the word 
Kopek on them. He started to put them away in his backpack. 

His backpack was empty! He looked around, and suddenly realized 
that only his clothes, armor, and pack remained from Tarna. All of his 
other possessions and weapons had been left behind somewhere. He 
was in a strange place, without equipment, and with no knowledge of 
where he was or how he had come here. Well, at least he had a 
weapon again. 

He walked over to the huge skull. On either side of the skull was a 
bone torch-holder with a bone-like torch. One of the torches was loose; 
Devon grabbed it. Now if only he had a way to light it. 

He walked carefully along the bony path. In front of him was 
another human skeleton. It looked as if it had been absorbed into the 
bone below. However, lying between the bones of the rib cage was a 
small black object. Devon picked it up. It was a piece of flint. 

“So far, so good,” Devon thought to himself. “Now if only I had 
some steel—then I could use it to light the torch.” As he started to put 
it away in his pack, he felt the dagger. He pulled it out and struck it 
against the flint. Sparks flew. “Perfect! Now I can get some more light 
in here.” Once the torch was lit, he could easily walk on this spiny 
path. Beside another human skeleton, he picked up some more coins. 
One was stuck halfway into a bone. “This is one very weird place. | 
wonder what went on here?” He made his way to the far end of the 
room. The path was blocked by some leathery substance. He pried it 
open with the dagger and stepped through. 


Heart of the Cave 


This new room had a huge structure resembling a heart at its center. 
There were five of those leathery entryways. Devon systematically 
explored each one. Most of them, including the one he had just passed 
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through, would not open. He was near the last passage when he 
noticed something. 


th db cb 


Lying in a pile near him were an old sword and shield. Devon picked 
them up and examined them. They were rusty and worn, but it felt 
good to have a real weapon. As he started to walk out through the only 
opening that wasn’t rock-solid, some creatures flew rapidly toward him. 

At first, Devon thought they were only bats. However, as they drew 
closer, he could see that they had the faces and bodies of spiders 
hanging from their bat-like wings. He readied the rusty weapon and 
swung at the thing nearest to him. It squeaked and veered off when the 
blade hit it. However, it soon dove again. Devon missed it, and the 
thing bit his head. There was a sharp burning sensation, and Devon 
knew that the bite had poisoned him. That made him angry. When the 
spider-bat came at him again, he was ready. The thing fell to the 
ground. The other spider-bat flew at Devon, but he had found his 
timing now. It joined its partner on the ground. The poison hurt, but 
Devon hoped it would wear off soon, and it did. 


th oh ob 


There was a cloth draped over what remained of a body. The body 
looked as if it had mostly been absorbed into the floor of the cave. 
Devon picked up the cloth and put it away. “Anything can be useful, if 
you apply brains,” thought Devon to himself. “That’s what using magic 
is all about.” 


I Se 


There was a symbol scratched into the ground. Devon examined it 
closely. It was a Thief Mark, with the arrow symbol for “Go This Way.” 
It pointed to the nearby entryway. Devon was thankful that some 
unknown Thief had taken the time to show him the way out. 


i 
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Pit of Jill Omen 


Devon forced his way through the opening. He found himself in an 
area with a huge pit at its center. A strong wind blew through here. A 
rope strung between two stalagmites spanned the pit. Devon walked 
over near the edge of the pit and looked across. His feet started to slip 
and he moved backward quickly. Suddenly a huge tentacle reached out 
from the pit and tried to grab him. If he hadn’t moved at that moment, 
it would have gotten him. Devon decided that the pit was not a good 
place to visit right now. He would have to cross over it, then explore 
the other side. 


I 


Devon walked over to the rope and tested it. It felt strong enough 
to bear his weight. He grabbed it with both hands, then started to cross 
it hand over hand, swinging his body back and forth over the dangerous 


pit. 


288 


Part Four Shadows of Darkness 


th hb ob 


Devon looked the rope over, but couldn’t come up with an idea of how 
to use it with his magic. “If I tried to cross on the rope, this wind would 
surely blow me over,” he thought. Then he smiled at that idea. He took 
the cloth out of his pack and tied it to his feet and hands. Then he cast 
a levitate spell and rose weightlessly up into the air. The wind caught 
the cloth and he sailed across the pit. 


th hb hb 


Devon walked over to the rope and examined it. It was old, and its end 
had been absorbed into the stalagmite, but it looked sturdy. He climbed 
up on it and tested it with his weight. Then he started tightrope— 
walking across the pit. 


th dh ob 


He was halfway across the pit when the tentacle reached out and tried 
again to grab him. It missed him by inches. He crossed to the other 
side and quickly followed the cave away from the pit. 


Lost in an Unknown Land 


A Pleasant Encounter 


Devon found himself at the cave mouth. He walked out and looked 
around. It was a gloomy area—foggy and filled with the odor of 
something rotting—but at least he was out of that dangerous cave. He 
heard a scraping noise behind him and looked back. The cave mouth 
was closing behind him. He barely had time to move out of the way 
before it shut. 

He walked a path of rocky areas surrounded by streams of dark 
liquid, and made his way to a huge stone arch. Suddenly he saw 
movement in the fog ahead of him. He stepped back, preparing 
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himself for battle. Then a warm feeling came over him and he knew he 
was facing a friend. 

A woman stepped forward. She smiled at him and spoke. “You're 
alive! Only one person has ever walked away from there before. 

“Who are you?” she continued. “How did you get there? There are 
so many questions I want to ask you, but I have to get home quickly. 
It’s so dangerous out at night in Mordavia. The town is due north of 
here. Be careful; there are many bad things wandering around. Good 
luck!” 

“Oh, by the way,” she added,”my name is Katrina. | hope we meet 
again sometime. Farewell.” 

Devon watched her walk off into the mist. He had never met such a 
charming and lovely young woman before. Then he realized he had 
questions he needed to ask her; he called out after her, then tried to 
follow her. 

Devon found himself at the top of a narrow path that twisted its 
way around a pool of the dark, viscous liquid. Katrina was nowhere to 
be seen. He started walking down the path, but slipped and slid down 
the rest of the way on his rear end. He was very glad Katrina wasn’t 
around to witness that. 

He continued along in the same direction, and soon his path was 
blocked by a huge swamp. The water was dark and 
smelled like something long dead. Suddenly a 
bony, rotted arm reached out from the water. 
Another arm reached out, then sank back into the 
blackness. This was certainly not a safe place to 
take a swim. 

Devon wished he had his old compass so he 
could tell which way was north. Any direction that 
took him away from the swamp seemed like a good 
idea, so he walked toward the mist-shrouded trees 
and decided to call that way “north.” Soon he 
stepped out of the mist. He was in a broad forest. 
The sun was just starting to rise on his right. He 
continued north. His stomach was growling from 
hunger by the time he found his path blocked. 
Looking around, he could just catch a glimpse of a 
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town to the northeast, so he turned right. He walked until he saw a 
walled town to the north, and gratefully entered the massive gate. 


The Town of fiiordavia 


A Wagical Staff 


In the center of town was a grassy area filled with sweet-smelling 
flowers. A feeling of peace surrounded him. This reminded him of 
Erana’s Peace in Spielburg and the Pool of Peace in Tarna. Devon 
walked up to the large Staff at the center of the garden of flowers, and 
put his hand out to touch it. It felt warm and almost alive. Then he 
heard a woman’s voice in his mind saying the words, “My destiny is not 
yet fulfilled. One life for a death, and one death for a life.” Devon 
quickly let go of the Staff; the voice faded from his mind. He shook his 
head in wonder, then walked over to the main street. 
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A man leaned out of a window here, and stared at him in obvious 
amazement. “You! How did you get here? Why are you here?” he 
asked in his deep voice. “Few strangers come 
to Mordavia. I am the Burgomeister. It is my job 
to know everyone and everything that goes on 
here.” 

Devon tried to tell the man how he had 
come here, but the Burgomeister shook his 
head in disbelief. “Do you expect me to believe 
such a story? That you could walk out of that 
cave alive? Tell me no more lies.” 

Devon tried to ask the Burgomeister some 
questions. The Burgomeister was curt with him. 
Devon learned that there was a Hotel 
Mordavia, where he could spend the night, and 
a shop where he could buy some supplies, but 
he had the distinct impression that the 
Burgomeister didn’t like or trust him. 


Welcome fo the Hotel fiordavia 


Devon walked over to the inn to get a room for the night and 
something to eat. The main room was large, with a huge fireplace and 
stairs leading up to a landing with several doors. There was an odor of 
smoke and something that reminded Devon of onions. A large man 
with a pipe was staring at Devon in astonishment and perhaps a little 
fear. Then he spoke. “This is the Hotel Mordavia. Rooms here are 15 
kopeks for room and board. Pay for one week in advance.” Devon 
introduced himself and reached out to shake the Innkeeper’s hand, but 
the man ignored his gesture of friendship. Devon wondered why 
everyone here seemed so unfriendly. He reached into his pocket and 
pulled out a coin marked with a crown. He handed it to the Innkeeper, 
who spoke again. “Your room will be the first room at the top of the 
stairs. When you want food, just sit down over there.” Devon sat down 
at the table and soon a large woman brought in a bowl of porridge. 
She walked off before Devon could even thank her. Devon took a large 
spoonful of the porridge. It tasted of oats, honey, and garlic. Devon 
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almost choked in surprise. That was the odor he had smelled coming 
in here—garlic. He looked around and saw braids of garlic hanging in 
every corner. There were even some hanging over the main door. 
“Funny sort of decoration,” Devon thought to himself. He finished the 
porridge only because he was hungry. Even rations would taste better 
than this. He hoped the nearby shop carried some. 


The Village Store 


As Devon walked into the shop, a cat greeted him—several cats, 
actually. There were cats all over the place. In the corner sat a woman 
who said, “So you’re the stranger in town. I’ve heard all about you 
already.” 

Devon introduced himself. The woman nodded and replied, “Well, 
you can call me Olga. Mrs. Stovich is too formal, after all. We don’t 
welcome strangers here; they bring nothing but trouble. All the same, 
it’s good to see a new face again.” 

Devon asked her if she had any adventuring rations for sale. 
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“Well, I could sell you some sandwiches. My husband always said I 
make the most interesting ones. They keep well, and they’re very good 
for you.” 

Devon figured that would have to do and bought a few. Then he 
asked what was in the sandwiches. 

“Why, they are completely vegetarian. Mostly garlic and avocado 
with goat’s cheese, on whole 
wheat.” 

Garlic! Devon shuddered. 
He was either going to starve 
or learn to live with the smell. 

“By the way,” said Olga, “ 
if you need some garlic, I'll be 
happy to sell you a clove.” 

Devon thanked her, but 
didn’t buy any. 


Part Four Shadows of Darkness 


i 


Devon did ask Olga if she carried any oil. He purchased a small bottle 
of it. “Never know when you might need to silence some squeaky door 
hinges,” he thought. 


th hb tb 


When Devon got out of the shop, he decided to ask the Burgomeister 
whether the town had an Adventurers’ Guild. The Burgomeister was no 
longer at the window, so Devon entered the building. 

“What do you want?” asked the Burgomeister rudely. 

When Devon asked about the Adventurers’ Guild, the Burgomeister 
handed him a key and told him it was in the north part of town. Devon 
thanked the Burgomeister. 

“Just stay out of trouble. I don’t want to have to arrest you for 
anything,” the Burgomeister replied. 


The Adventurers’ Guild 


Devon headed to the north part of town. A huge, monolithic building 
dominated this area. It looked 
ominous. Then he saw a strange 
man carving a tombstone. The man 
had red hair and a large hunch on 
his back. Devon introduced himself. 

“Me Igor,” said the man. “Igor 
dig graves in cemetery. Plenty job 
security around here. Business is 
piling up. Ha, ha. Little graveyard 
humor there.” 

Devon asked about the weird 
building. 
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“Bad place, “ said Igor. “Very bad place. No go there. Bad, bad, 
bad.” 

Devon decided Igor probably knew something. He told Igor 
goodbye, then walked over to the boarded-up Adventurers’ Guild door. 
The Burgomeister’s key opened the door, and Devon walked in. 

The place was very dusty. No adventurer had been here in some 
time. A strange device stood in the middle of the room. It looked like 
either a torture device or an exercise machine. 

Devon walked over to the Adventurers’ Logbook on the table and 
looked over the previous entries. It had been decades since someone 
named Piotyr had last recorded an entry. It told how Piotyr had led an 
army against the Chernovy Cult outside the Dark One’s Cave. It 
mentioned that Erana was missing, and that only her magical Staff had 
been left behind in the cave. Piotyr had brought the Staff back to town 
and placed it in the town square, where a garden of flowers sprang up 
around it. Then Piotyr mentioned that he was going to seek the Rituals 
of the Dark One. That was the last entry. 

Erana missing, perhaps dead? Devon felt a deep sadness for this 
woman—he had never met her, but she had helped him many times 
with her magical gardens. 

Devon walked over to the nearby bookshelf and picked up an old 
copy of HERO Magazine. It had some articles on Mordavia that were 
well worth reading. 


I I 


He then picked up an exercise book called Essential Exercise: Build 
Strong Legs with the Bigfoot Stair Stepper. So that was what that 
strange device in the room was! 

Devon also picked up a book called Climbing Skills for the 
Upwardly-Mobile Adventurer. It had some good basic advice on 
climbing. Devon walked over to the rope and grapnel in the corner and 
tossed the grapnel up to a hook in the ceiling. Then he proceeded to 
practice the climbing tips he had just learned. After that, he put the 
rope and grapnel away in his pack and worked out on the Stair 
Stepper to build up his leg muscles. After all, strength is important for a 
fighter. 
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Ie 


Devon picked up a book entitled Creative Spell Casting from the large 
bookshelf. It talked about using spells in different ways. Devon knew 
the trick of using a calm spell to control a fire, but he had never 
thought of alternating flame and frost spells to make something brittle. 
Now if he could only find the frost bite spell mentioned in the book. 


th hb cb 


Devon quickly went over to the rope and grapnel. The rope seemed to 
be in good shape, but he decided to test it out. He swung the grapnel 
to catch a hook in the ceiling. Climbing the rope to the top was easy 
for an experienced thief, and the rope was certainly strong enough. 
When he got to the top, though, he paused. Something was scratched 
into the ceiling. It was a thief mark! It showed the symbols for “Look 
Under Table.” Devon hurried down, put the rope and grapnel in his 
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backpack, and walked over to the Adventurers’ Logbook table. Under 
the table was another thief mark. It was a little obscure, but it looked as 
if he needed to turn something and then climb a ladder. He looked 
around the room and spied a row of coathooks. He turned them in the 
direction shown by the mark, and heard something open. At the top of 
the sturdy bookshelf was an open secret passage. Devon climbed up, 
then climbed down the ladder on the other side. 


The Thieves’ Guild 


He had found the Thieves’ Guild. It wasn’t as dusty as the Adventurers’ 
Guild, and there were two torches burning. He called out, but no one 
answered. Devon walked over to the desk and checked it out. The 
drawer was locked. Devon wished he had his thieves’ tools. “There may 
be some around here, if I can find a way to get into things,” he 
thought. He tried the back door, but it too was locked. Then he noticed 
the poster displaying a Thieves’ Guild card. He took the card off the 
sign and slid it into the crack at the side of the door, opening the latch. 
“Ta-da!” Devon smiled at his own initiative. 
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In the small room behind the door was a bookshelf which held 
some books and a safe. He checked out the safe, but it didn’t have a 
knob to turn. “Not very trusting here,” he thought. He looked around 
for a hiding place for the knob. It was odd that there were two drainage 
grates right next to each other. He lifted the floor grate and found a 
small knob underneath. He returned to the safe and fitted the knob 
onto it. Now if only he knew the combination. He tried to figure it out 
a couple of times, but this wasn’t one of his best skills. He looked over 
the bookshelf to see if anything there could help him. He found a 
fascinating book about finding and disarming traps. He quickly checked 
the safe over to make sure he wasn’t in any danger. No trap, but there 
was some odd writing in charcoal on the safe: “Filch Safe Co.” Devon 
tried the word Filch as the combination. The safe swung open. Inside it 
were five throwing daggers and a lock pick, which he put safely away in 
his pack. Now that he had a pick, he could try to open the desk. 

Remembering the book he had just read, he inspected the desk 
carefully. There was a trap! Carefully he disarmed it and opened the 
desk drawer. He found a Mark II Thieves’ Toolkit and three daggers. 
There was also some sort of logbook, entitled, Memoirs of a Master 
Manipulator. Devon skimmed through the book, noting carefully the 
mention of a secret passageway into the castle. “I'll have to look for 
that,” he thought to himself. There was also some nonsense verse: “Bad 
Boys Yell; Good Girls Giggle; Rich Girls Run.” “What’s that supposed 
to mean?” he wondered. 

He decided it was time to go; this deserted place was starting to 
give him the creeps. He climbed back up the ladder. 


th hb hb 


Devon walked out of the Adventurers’ Guild. The looming monastery 
did not look like a good place to explore right now. He walked off 
toward the east. 


Dr. Cranium’s Laboratory 


Soon he saw an old man walking around evidently looking for 
something. Devon greeted him. 
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“Good day,” he responded in a tired voice. “Have you seen my 
Anna?” 

Devon asked him about Anna. 

“Anna. My Anna is missing.” 

All Devon could get the old man to say was that Anna was missing. 
Devon shook his head sadly and watched the old man wander away. 

Devon walked over to an oddly- 
shaped building and looked at the sign. 
It said “Dr. Cranium.” There was a 
series of colored bells hanging by the 
door. He pulled the rope hanging from 
the bells; several of them rang. He rang 
the same ones and the door opened. 

This was a strange hallway. There 
were three other doors and a strange 
machine here. He went up to the door 
on the right and listened through it. 
There were odd bouncing noises on the 
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other side. Curious, he opened the door. Immediately, things bounced 
on his head and he fell down. As he looked around, he caught a glance 
of weird bouncing things jumping into holes in the walls. Antwerps? In 
Mordavia? Why would anyone keep a room full of baby Antwerps? 
Devon was not too sure of this Dr. Cranium. 

He walked over to the door on the left labeled “Key Maze” and 
listened carefully. He could hear nothing, so he cautiously opened the 
door. There was some sort of animal maze in there, but no sign of the 
animal that ran in it. 

Devon then walked over to the door at the end of the hall. The sign 
next to it said “Dr. Cranium’s Private Laboratory. Entrance by prior 
appointment or demonstration of superior intelligence only.” Devon 
listened at the door. He could hear bubbling and sizzling noises and 
someone muttering. He knocked. 

“Don’t knock; come on in,” called a voice from the other side. 

Devon tried to open the door, but it seemed to be locked. He 
looked for a keyhole, and he found an odd puzzle-like form. It seemed 
likely that he needed to get the key from the key maze in order to open 
this door, but where could he find an animal for the maze? 
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Bounce. A baby Antwerp jumped across the room and into another 
hole. 

Devon ran to catch the Antwerp. It (or one just like it) jumped out 
of a hole behind him and into another hole. He went over to that hole 
and waited. An Antwerp jumped out of the hole he had just come 
from, and leaped to the third hole. Catching baby Antwerps was not 
going to be easy unless he could think of a clever way to do it. 

Devon went over to the strange machine and examined it. It was 
labeled “Transcendental Receiving Animal Processor.” He pushed a 
button, and words appeared on the black glass in the front of the 
machine. It asked him if he wanted to identify an animal to determine 
its eating habits. He pushed the “Yes” button. It then asked him a series 
of very odd questions. He learned that psychologically challenged 
elephants eat peanuts and that monkeys on pogo sticks can be trapped 
with bubble gum. He also learned that Antwerps like avocado. 

“Where am I going to find avocados in Mordavia?” Devon 
wondered. “Search the forest?” He was starting to feel hungry himself. 
It must be getting late. He could give up here and go eat supper in the 
inn, or eat one of Olga’s sandwiches. The sandwiches! Devon took out 
a sandwich and put it into the part labeled “Put bait here.” Suddenly a 
baby Antwerp jumped out of a hole and over to the machine. The 
machine caught the Antwerp, then displayed the message “Your 
Antwerp has now been processed.” That sounded rather ominous. 

There was a sound from the maze room. Devon walked over and 
opened the door again. The baby 
Antwerp was jumping around in the 
maze. Devon moved the maze around 
until the Antwerp bounced over to the 
key. It grabbed the key in its mouth. 
Devon then manipulated the Antwerp 
over to the exit. The key fell out and 
the baby Antwerp bounced away. 

Devon took the key over to the lab 
door and arranged the puzzle into the 
shape of a keyhole. Then he used the 
key in the keyhole, opened the door, 
and walked into the lab. 
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“Quickly, Igor, the fluid! I must have the fluid!” a very strange- 
looking older man yelled at Devon without looking at him. Then Dr. 
Cranium looked up. 

“Oh, excuse me. I though it was Igor coming in to assist me. He 
helps out in the lab sometimes.” 

Devon introduced himself. He talked with Dr. Cranium about 
scientific experiments and other odd things. The Doctor was really very 
friendly. He was probably the most helpful person Devon had met in 
Mordavia. Dr. Cranium gave him a Healing potion, a Poison Cure 
potion, and some empty flasks. Dr. Cranium also invited Devon to 
come back later to see his experiments in reanimating dead bodies and 
brewing the perfect cup of tea. 


th ch cb 


Devon asked Dr. Cranium about magic. 

“It is purest poppycock! Why, I have a scroll here that is supposed 
to be magical. It’s just a piece of paper. Look at it!” 

Devon looked at the scroll. Suddenly his mind was filled with the 
ability to cast a spell called Glide. It really was a magical scroll. 


the ch ob 
Devon thanked Dr. Cranium and left his house. 


It was getting late now, so Devon returned to the Hotel Mordavia. 
There were some other people sitting around the table by the fire, but 
they didn’t seem too friendly. Devon sat down and was served supper 
by the Innkeeper’s wife, who seemed too shy to speak with him. After 
the meal, which had a strong taste of garlic, Devon went upstairs to his 
room. It had been a long day, and he fell asleep as soon as he lay down 
on the featherbed. 


Exploring the Forest 


In the morning, Devon ate a hearty breakfast at the inn. He guessed he 
was getting used to the taste of garlic. He went over to the 
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Adventurers’ Guild and did some exercises to start the day out right. 
Then he headed out of town for some serious exploration. 


The Castle Gates 


He headed west after leaving town. He soon came to a gate barring the 
road leading to a distant castle. The man who sat in the gatehouse 
greeted Devon. “Welcome to Mordavia. It’s nice to have some fresh 
blood around here. We so seldom see strangers. The swamp blocks off 
the pass to and from the valley.” 

Devon introduced himself to the 
gatekeeper, who said his name was 
Boris Stovich. The last name sounded 
familiar to Devon, but he couldn’t quite 
think why. Devon asked Boris about the 
castle. 

“This is the castle of the Boyars, the 
rulers of Mordavia. The last Boyar 
passed away many years ago. Now it is 
owned by the Master.” 
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Devon asked about who lived in the castle. 

Boris replied, “I’m really not sure who all lives there; I so seldom 
see anyone. There’s the Master, of course. Then there’s the strange 
foreigner. There’s the Master’s daughter. And some rather strange 
guards.” 

Devon asked him for more details. Boris wouldn’t say much more 
than that the Master valued privacy, and that Boris respected the 
Master’s wish. Boris did say that the foreigner was unpleasant, had a 
short beard and mustache, and wore a funny hat. He also had the habit 
of staring at a person and licking his lips. 

Devon then asked if he could visit the castle. “I’m sorry,” said 
Boris, “I’m under strict orders not to open the gate for anyone unless 
the Master instructs me to do so.” 

Devon thanked the gatekeeper for his information. “May your 
journey take you where you wish to go,” said Boris as Devon walked 
off into the forest. 


Lake of the Lost 


He went south, following the western edge of the forest. He soon came 
to a lovely-looking lake. 


th hb hb 


Devon stopped for a moment, He felt a sense of sorrow, longing, and 
unfulfilled desires that seemed to radiate from the lake. 


th ob cb 


He walked up to the water’s edge. The water rippled nearby and a 
woman rose up. She was one of the most beautiful women Devon had 
ever seen. Her skin was pale and her hair was slightly greenish, but her 
smile was charming. She was also wearing no clothes, making Devon 
wish her hair was a bit shorter. 

“Hello, there,” she murmured in a sultry voice. “Could you help 
me? This water is so cold, and I need someone to warm me.” 

Devon asked her why she was swimming in the lake on such a 
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chilly autumn day, but she only answered that she needed him to warm 
her up. She did not try to get out of the lake. Devon was rather 
suspicious. Then he remembered something he had read in the HERO 
Magazine at the Adventurers’ Guild. This must be a Rusalka, the 
undead spirit of a drowned woman who tries to drag all others to their 
own watery deaths. She pleaded with him to take her in his arms. He 
walked off with some regret that such a lovely woman could become 
such a deadly thing. 


Refurn to Town 


The sun was starting to set, casting a rich, warm glow over the 
landscape. Devon headed back to town. He got in just before the 
Burgomeister shut the huge gates. Devon walked over to the inn. The 
door was already locked, but the Innkeeper soon answered his knock 
and let him in. 

The fire in the hearth was a huge blaze. At a table nearby sat three 
townspeople. They stared at him as he walked in. Devon introduced 
himself to them. 
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“Iam Hans,” said a large, pompous 
man. “I am a farmer of pumpkins and 
corn and a person of great importance in 
Mordavia.” 


“I be Franz,” said the second man. “I 
am a wealthy garlic grower.” 


“And I am Ivan, an elephant herder,” 
said the third man, with a squint. 
“Unfortunately, there are no more 
elephants in Mordavia, so business is a bit 
slow.” 


The townspeople made it clear through their voices and attitudes 
that Devon was not welcome. Devon gave up trying to make friends 
with them and said good-bye. They just stared at him suspiciously. 

Devon sat down at his own table. The Innkeeper’s wife brought 
him some stew, then quickly retreated to the kitchen. Devon took a 
large bite. Garlic! Garlic stew. He ate as quickly as possible, trying not 
to taste it. Then he went up to his room to sleep. 

After breakfast the next morning (sausage and onions fried with 
garlic), Devon did some exercises at the Adventurers’ Guild. 
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Meeting with the Chief 


Devon went back to the Thieves’ Guild. There was still no one around, 
but someone had attached a note to the poster. It said something about 
“leaving no barrel unturned.” Devon wondered what was going on 
here. He looked around some more, and discovered some small safes 
behind the two pictures on the wall. He checked each safe for traps 
and disarmed them. This was obviously a training place for Thieves. He 
found some money, throwing knives, a Healing potion, and a Poison 
Cure potion inside the safes. 

Then Devon decided to look behind the second grate, and found a 
thief mark he had not noticed before. It showed a question mark inside 
a door, a book in a desk, and a barrel. Devon wished he had a Thief 
mark dictionary. What did a question mark in a door mean? That the 
door was unknown? Secret! That must be it. Devon went up to the 
obvious wall and looked for a secret door. If there was one, it was well 
hidden. Then he went over to the barrels in the corner and moved one 
of them. A trap-like device was hidden below. He tried out some 
combinations to disarm this thing, but got nowhere. He went back to 
the Thief Mark with its picture of a book in a desk. When he opened 
the desk to read the book again, he found some more throwing 
daggers. That was odd. He was sure he had taken everything useful the 
last time. 

He scanned through the memoir book, but there was no mention 
of any secret door. Then he came to that strange section about “Bad 
Boys” and “Good Girls.” Was it some sort of code? The words didn’t 
seem to mean much. What did they have in common? All the words 
were capitalized, he noticed. Then he smiled. He walked over to the 
barrel and moved it again. Carefully he used the initial letters as 
indicators of which colors to choose—Bad meant Blue, and so on— 
and a secret passage opened up in the nearby wall. 

A man stood there. At least, part of him was a man. The rest of 
him resembled a giant cockroach. 
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“So... you found my secret passageway. You must 
excuse me .. . | am not quite myself any more. Heh, 
heh, heh.” He spoke in a sibilant voice. “Oh, don’t 
worry, | won’t hurt you. It is good to talk to someone 
again. It has been so long since anyone has been here. 
Ah, but I am forgetting my manners. Welcome to 
Mordavia. I am the Chief Thief here. I am also the only 
thief here other than you, but that is beside the point.” 

Devon asked the Chief Thief how he had become 
such a weird creature. Devon got the impression that it 
had something to do with the old Monastery, but the 
Chief Thief said only that the Monastery was an 
extremely dangerous place and that Devon should not 
even think of trying to break into it through the front 
door. Devon chatted a bit with the Chief, then said good- 
bye. 

“Won't you stay for supper? I managed to find some nice week-old 
bread soaked in the juice that collects in the bottom of the garbage can. 
Iam more than happy to share it with you.” 

Devon thanked the Chief, but hurried out. Perhaps the inn food 
wasn’t as bad as he had thought it was. 

He headed out of town to explore and to work on some more of 
his skills. 


he ch bh 
Devon picked up some rocks and practiced his throwing. 


th cb ob 


Devon practiced casting his spells. 


th cb ob 
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After a good workout, Devon rested a few minutes to recover his 
stamina and his breath. Then he decided to find his way around the 
forest to the east of town. 


Eastern Forest 


He soon came to the cemetery. It was a grim place, with two huge 
tombs and many tombstones. This was not even a nice place to visit, let 
alone to be buried in. Devon hurried away. 

As he strolled through the lovely forest, he listened to the sounds of 
the birds and the streams that ran everywhere. This was such a 
peaceful place, he thought. To read the HERO Magazine, you would 
think this land was filled with twisted landscapes and terrible monsters. 
Looking around, Devon admired the beauty. Why, there was even a 
cute little bunny hopping toward him. It didn’t even seem afraid of him. 
In fact, it was coming right at him, with its mouth wide open, its teeth 
gleaming, and a crazed look in its eye. This was not a gentle forest 
creature, but a deadly Vorpal Bunny! Devon drew his weapon and 
prepared for battle. It was surprising how deadly a rabbit could be. 
Devon destroyed it, but it bit him several times during a tough battle. 
Devon decided that he would no longer let the beauty of this place 
disguise the danger here. 


The Leshy 


Devon walked into an area with bushes 
scattered around it. It didn’t look natural. 
Suddenly he heard a sound. It was the soft 
mewing of a kitten. A kitten out here? 
Right. Devon cautiously approached the 
rustling bush from which the sound came. 
He prepared himself for battle. As he 
leaned near the bush to look for the source 
of the sound, suddenly the bush let out a 
huge roar. Devon jumped back in surprise. 
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There was a sound of laughter. The bushes started disappearing 
one by one, until the last bush was the one before him. When it 
vanished, Devon saw a small creature standing there. It looked like a 
man with wooden skin, long green hair, and a flowing green beard. It 
said, “One and one and one make three; tell me what you make of me? 
Reading, writing, riddling game; can you tell me what’s my name?” 

Devon thought back to the HERO Magazine. What was this thing 
called? He was tempted to say “Rumplestiltskin,” but thought better of 
it. Then he remembered. 

“You're a Leshy,” Devon guessed. 

“That’s the price of too much fame; now you’ve gone and guessed 
my name!” said the Leshy. Then it continued, “Two and two and two 
make six; a little bush is in a fix. If you save a plant from goo, I can 
help you with a clue.” 

With that, the Leshy vanished. 

Devon shook his head. Everything was weird in this place. 

Heading northeast, he came to a camp of wagons circled around a 
fire pit. As he attempted to enter the camp, a pack of wolves stepped 
out of the bushes in front of him, and a tall man walked out from 
between the wagons. “Go away. This camp is ours!” 

Devon tried to greet the gypsy and talk to him, but he kept telling 
Devon to go away. The snarls of the wolves echoed the gypsy’s orders. 
Devon gave up and walked off. 


Erana’s Garden 


He headed south and explored the eastern part of Mordavia. Soon he 
was forced to turn west again by the tall mountains that cut off this 
valley from the rest of the world. He noticed something that looked like 
a garden, and headed up to it. 

A feeling of peace filled him as he neared this lovely little garden. A 
small stream endlessly circled around a small island. A tree was covered 
with luscious-looking fruit. A path led to a small bridge crossing the 
stream. Carved stone lanterns stood by the path. The air was filled with 
the scent of flowers. Erana had been here, no doubt. Devon smiled at 
the thought, then sighed as he remembered that Erana was believed to 
be dead. 
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th ch cb 


Devon cast a detect magic spell. He knew he would find some here, 
but he didn’t expect it to be concentrated in several places, as it was. 
Strong magic emanated from the fruit tree and from the center of the 
pool in the stream. The lanterns were also magical. He cast trigger on 
the strangely shaped lanterns and they lit up. 

Then he cast trigger at the pool. A fountain sprang up; at the top 
of the fountain was a huge tulip-shaped flower. Devon tried to cast 
fetch on the flower, but his spell was not powerful enough to move it. 
The flower disappeared below the water. 

Devon cast trigger at the pool again. If he wasn’t supposed to get 
the flower, what was its purpose? He tried casting an Open spell at the 
closed flower, and its petals spread apart to reveal a scroll. “Ah, ha!” 
Devon thought as he cast a Fetch at the scroll. He quickly read the 
words and the scroll vanished in his hands. He had learned the spell, 
protection, which would protect him in combat. 

Thinking of new spells made Devon remember the other spell he 
had learned in Mordavia. He walked over to the water’s edge and cast 
a glide spell. It was fun to skate around the top of the pool, but it was a 


312 


Part Four Shadows of Darkness 


very heavy drain of mana points. Devon stepped back up onto the 
grass. He cast a fetch spell on the fruit of the tree. It was red and 
luscious and didn’t taste anything like garlic or avocado. It also filled 
Devon with a sense of magic, and he realized it had restored his mana. 
This was very useful fruit indeed. Devon turned to the tree to pick some 
more, but all the fruit had vanished. Oh, well, maybe there would be 
some more when he returned. 


th hb hb 


Devon took a sip of the water of the pool. It was sweet and sparkling, 
and tasted of wild strawberries. Devon figured it had some magical 
properties, but it didn’t seem to heal the wounds he had received from 
the Vorpal Bunny. 


A Deadly Encounter 


It was late afternoon now, and although this was a good place to spend 
the night, Devon hoped to speak with the townsfolk some more about 
Mordavia. He hurried back to town. As he neared the town gate, he 
heard a howl and some heavy breathing heading toward him. Taking 
no chances, he readied himself. 


hh db hb 
Devon picked up some rocks and prepared to throw them. 
hh hb b&b 


Devon grabbed his throwing daggers and held the first one between his 
fingers. 


I 


Devon cast the protection spell he had just learned at Erana’s Garden. 
Then he cast a zap spell on his dagger, though he hoped that combat 
wouldn’t get that close. He prepared to cast a flame dart spell at the 
monster. 
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th cb ob 


Then it appeared. It was big and ugly and looked like a cross between a 
bear, a bull, and a dog. It had to be a Necrotaur from the description in 
the HERO Magazine. Devon attacked it as quickly as he could, but it 
still charged toward him. 

It didn’t take Devon long to realize he was outclassed here. The 
Necrotaur was tearing him to shreds. He retreated as quickly as he 
could to the town. Fortunately, the creature did not attempt to go near 
the gates. It was a very close call. He would have to build up his skills 
before tackling that kind of thing again. He turned to the gate, and 
realized it barred the way into town. 


The Town at Right 
th db ob 


Devon got out his rope and grapnel and used them to climb over the 
gate. 


hh hb 
“Not a problem,” Devon thought as he easily climbed up and over. 
hh hb 


“This calls for a little pick-me-up”, Devon thought as he cast a levitate 
up to the top of the gate and then gently floated down the other side. 


th ob ob 
The Staff glowed as if greeting Devon as he passed it in the moonlight. 
th ch cb 


A feeling of cold came over Devon. He sensed no danger, but even so, 
he found himself afraid. Near the Staff, the air itself seemed to move 
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and take shape. An image of a man stood 
before him. The ghost spoke in a deep, 
resonant voice. “I am what was once the 
Paladin Piotyr. The sorrows of this land 
are my sorrows, and I| cannot rest. Thou 
art a paladin, and so shall share my fate, 
unless ye ease the sorrows of this land, 
and heal the pain.” 
The Ghost then vanished. 


th hb hb 


Devon entered the inn after the Innkeeper answered his knock at the 
door. He greeted the townsfolk, but they just ignored him as usual. His 
attempts at conversation made him sure they had no use for strangers. 
Devon gave up on them and sat down for another meal of garlic. Then, 
wearily, he headed upstairs to bed. 


The Domovoi 


Devon tried to sleep, but found he was too restless. He kept waking up. 
Finally, around midnight, he decided to go downstairs. 

The inn was still, and none of the townspeople were around. 
Nevertheless, Devon had the impression he was being watched. He 
walked cautiously downstairs. There was something different about the 
fireplace, so Devon walked over to it. 

On the mantel was a man. That is, if you could think of 
something about four feet tall, blue, and furry as being a man. 
Devon greeted it. 

“Not many big people see Domovoi. Most not look. You 
something special, maybe so?” the Domovoi asked. 

Devon told about himself, and asked about the Domovoi. 

“Domovoi I am,” it said. “Domovoi I be. Over places, 
Domovoi watch. Protect the inn, I do.” 

Devon talked to the Domovoi some more, then said 
goodnight. 
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“Maybe talk again, you come down other night,” replied the 
Domovoi. “Maybe have much to say.” 

Devon walked to the Inn door, but it was barred and locked shut. It 
would take an hour to undo all the chains and bars on the door. He 
returned to his room. 


th oh hb 


“Just because I can’t get out through the inn door, that doesn’t mean | 
can’t get out of the inn,” thought Devon. He opened his bedroom 
window and climbed down the outside wall of the inn. “Now I can really 
practice my other skills,” he thought as he tried to unlock the door to 
the shop. It was barred on the other side. 

He sneaked over to the Burgomeister’s door and used his tools on 
it. It, too, was barred. He tried the house next door, but its door was 
barred as well. “What is this, a trend?” thought Devon. He walked over 
to Dr. Cranium’s house and tried the door, but the bells started ringing 
and Devon gave up for the night. “At least | got some practice 
tonight,” he thought as he climbed back into the inn. 


th cb cb 


Dr. Cranium’s Great Experiment 


Devon felt better in the morning. Most of his injuries of the day before 
had healed, and he was getting used to the taste of garlic porridge. 
After some morning exercises, he went back to Dr. Cranium’s to get 
some more Healing and Poison Cure potions. He had a feeling, after 
the battles of the day before, that potions might come in handy. 

Dr. Cranium was happy to see him. “Ah, you are just in time to 
witness a magnificent scientific experiment! I have managed to harness 
the very primal force of lightning at my beck and call. Now I shall use it 
to create life itself! 

“Watch this!” 

The huge machine above them started to hum. Lightning swirled 
around it, and Devon’s hair started to stand on end. Suddenly there 
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was a loud zap, and the lightning hit Dr. Cranium! He lit up like a 
Roman candle. 

After the lightning stopped, the Doctor spoke. “Hmm, that was 
not quite the experimental result I expected. But never mind that. It is 
merely a momentary setback in the annals of science!” 

Devon talked with Dr. Cranium and soon got some freshly brewed 
potions. Devon said goodbye and headed out to do some more 
adventuring. 

He explored the forest thoroughly. He wanted to know his way 
around in case he needed to get back to town or to Erana’s Garden in 
a hurry. A Wyvern came after him and Devon killed it, but not before it 
poisoned him with its tail. The poison burned and made him feel dizzy. 
Fortunately, he had the potions from Dr. Cranium to cure most of the 
aftereffects. 


Second Meeting With Katrina 


It was dark again by the time he got near the gates of the town. Devon 
had not meant to stay out so late, since the monsters at night were 
supposed to be much deadlier than those of the day. He ran up to the 
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gates. The pumpkins near the gate had faces on them that glowed 
eerily. He felt uneasy and stopped. There was a shadowy figure near 
the twisted tree. 

“It is good to see you again. I hope you are enjoying your visit to 
Mordavia.” A woman stepped out of the shadows. It was Katrina, the 
woman he had met by the cave mouth. She smiled at him and 
continued, “You need to take better care of yourself, you know. It is 
very dangerous out at night.” 

She looked at Devon again. “Why, you've been injured!” she said. 
Take this and drink it; it should help. I would be most displeased . . . I 
mean, sorry, if something were to happen to you.” 


th db cb 


“I warned you it is dangerous here at night, and you do not listen. I 
intend to teach you a lesson.” Katrina reached out her arms, and 
Devon moved toward her. She caressed his head with her hand. 

A strange feeling swept over Devon. He suddenly realized he now 
knew how to cast the frost bite spell! 


th oh hb 


Devon stood for a second. He didn’t quite know what to do or say. 
Then he remembered his manners and greeted her. 

Katrina smiled and replied, “I bid you welcome to Mordavia. I hope 
you are enjoying your stay here. There. Now you have had an official 
welcome from your own official welcome woman.” 

Devon learned that she lived at the castle and worked there during 
the day. She told him that she was not supposed to be out at night, but 
that she had wanted to see Devon again. 

“I need to go now,” said Katrina as Devon tried to ask her another 
question. “I hope we can meet again soon. I enjoy your company.” 
She hurried off into the forest before he could think to do anything. 
When he tried to follow her, she was already out of sight. Devon sighed 
and returned to the Hotel Mordavia. 


th cb ob 
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As Devon passed the Staff, he again felt a trace of fear. The Ghost of 
the Paladin Piotyr spoke again to him: “There is one for whom | weep. 
She lies in her watery grave, her heart broken by a lover untrue. Speak 
with the gypsies on how to free her spirit. Free the Rusalka, and heal 
her sorrow.” 

“Speak with the gypsies? I can’t get near them!” Devon tried to 
say, but the Ghost had vanished. 


th db ob 


An Unfunny Gnome 


As Yuri, the Innkeeper, let Devon into the inn, a squeaky voice 
yelled at him, “Have a seat. Wait, no, better leave the seats here. But 
why don’t you sit down on one? This show can’t get on the road until 
you get off your load. So sit a while and enjoy yourself. Or maybe just 
sit.” 

Devon saw a Gnome standing near the table. As Devon sat down, 
the Gnome did a flip into the air and landed on the barrel beside him. 
Then he began his speech: “Good evening, ladies and germs. A funny 
thing happened on the way to Mordavia—I got here.” 

“I walked up ta the Innkeeper here and says to the guy, ‘Do you 
know how lucky you are ta have such a funny guy as myself staying 
here?’ The Innkeeper said, ‘No, but if you hum a few bars, I can fake 
it.’ 

“You may as well laugh now. This act doesn’t get any funnier.” 

The Gnome was honest. It didn’t get any funnier. It seemed to drag 
on for some time. Finally the Gnome bowed and sat down beside 
Devon. “What did you think of my performance? Was | hilarious or 
what?” 

Devon had no time to think up a polite answer. 

“Is this an inn or a cemetery?” the Gnome continued. “I’ve had 
livelier times at funerals. Some help you were—couldn’t you at least 
have smiled a little louder?” 

Devon introduced himself. 

“Pleased ta meetcha. Punny Bones’s the name, jokes are fair 
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game. I’m a pro punster. I’m staying at this inn for a while until | find 
something here. I’ve got the last door down the hall. Visit me 
sometime; I’m sure we can have a few laughs together.” 

Devon excused himself and returned to his room to sleep. 


Jgor Js Missing 


As Devon left the inn the next morning, he noticed the three 
townspeople gathered in front of the Burgomeister’s window. They 
were obviously upset about something. 

“Look, he is safely locked away,” the Burgomeister was saying. 
“We should wait a bit to see if the gravedigger shows up . . .” 

Hans interrupted, “Igor is missing! Never before has he been 
gone...” 

Franz spoke: “Except when he is with that crazy doctor . . .” 

Ivan continued, “Why else would that gypsy be so close to town? 
He got a taste for meat. . .” 

Devon listened to the men arguing with the Burgomeister, then 
asked what was going on. The townsfolk all started to answer at once. 


Part Four Shadows of Darkness 


Devon learned that Igor hadn’t shown up the night before, and that the 
townsfolk had found a gypsy outside town and blamed him. They said 
that the gypsy was a Werewolf and had eaten Igor. The Burgomeister 
was skeptical about this, “Listen, all of you. There is nothing to be done 
until we know all the facts. Now go home and let me do my job, 
please.” 

“Death to all Werewolves!” the townsfolk yelled. 

Devon walked into the Burgomeister’s office. The gypsy was 
locked up in a cell at the back of the room. Devon told the gypsy that 
he would try to help him. The gypsy only glared at Devon. 

“If you are going into the woods today,” said the Burgomeister, 
“look out for Igor. He may be alive somewhere.” 

Devon nodded and left. The townsfolk were still arguing that the 
gypsy should burn. Devon left the town. He decided to look for Igor in 
the cemetery. 

As he approached the graveyard, he heard an eerie moan. “The 
natives must be restless,” he thought. He saw an open grave with a 
tombstone tipped over on it. As he walked up to the grave, he heard 
another groan coming from it. 


‘ 


i 
" 
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th cb ob 


Devon kneeled beside the grave and gripped the tombstone. Using the 
muscles he had developed with the Stair Stepper exercise machine and 
in combat, he stood up and lifted the tombstone off the grave. 


th db ob 


Devon cast an open spell on the tombstone. It returned to its upright 
position. 


th db ob 


Devon studied the situation. The tombstone was obviously too heavy 
for him to lift by himself. He looked at the tree nearby. A pulley hung 
from a large limb. He climbed up the tree and attached his rope to the 
pulley. Then he wrapped the rope around the tombstone. Now that he 
had leverage, he pulled on the other end of the rope. The tombstone 
was lifted up off the grave. Devon put the rope back into his pack. 


th oh cb 


Igor stepped out of the open grave. 

“Igor saved. Kind stranger saved Igor! Good kind stranger. Igor 
happy grave not Igor’s grave.” With that, Igor hobbled off into the 
forest. 

Devon tried to follow, but Igor was nowhere to be seen. Devon 
went back to town. As he passed the Burgomeister, the Burgomeister 
said, “The Werewolf Threat has ended.” Igor had returned safely to 
town, and the gypsy was released, thanks to Devon. The Burgomeister 
even seemed to be more respectful. Devon walked over to Dr. 
Cranium’s house and entered the laboratory. 


Dr. Cranium’s Rehydration solution 


“I believe I am on the verge of a major discovery!” said Dr. Cranium. “It 
came to me last night—I believe that there is a formula which can be 
used to create a Rehydration Solution. 
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Devon asked the doctor what a Rehydration Solution was. 

“Such a solution could be used to restore fluidity to any substance 
or object which became prematurely dry! Why, if we can but 
manufacture Dr. Cranium’s Rehydration Solution in sufficient 
quantities, we could rehydrate the great Shapeirian Desert! 

“Of course, there are a few small bugs to be worked out. It would 
take most of the water in the world’s oceans to make that much 
solution.” 

Devon got a new supply of Healing and Poison Cure potions. 
When he asked again about the Rehydration Solution, Dr. Cranium 
asked him to bring back some Grue Goo for his experiments. He didn’t 
explain what Grue Goo was. This was the second time someone had 
mentioned goo to Devon. 

Devon asked for an empty flask; the doctor happily gave him one. 
Then Devon headed to the Adventurers’ Guild to work out for a bit. 
Igor greeted him just outside the guild. 

“Igor very glad not to still be in grave. You Igor’s friend now.” 

Devon asked Igor how the grave accident had happened. 

“Grave accident! Ha, ha. Little graveyard humor there. That good 
one.” 

“Igor carve headstone near grave. Igor fall in grave. Headstone fall 
on grave. Igor not get out until you got him out of grave. Igor in grave 
danger. Ha, ha. Little graveyard humor there.” 

After his workout at the Guild, Devon stopped by the shop to buy a 
few more sandwiches for rations. 

“I suppose you heard that the gypsy didn’t kill Igor after all,” 
greeted Olga. “Dmitri has set the gypsy free. No good will come of 
this, you mark my words. The man was clearly a Werewolf.” 

Devon tried to change the subject and asked about Olga’s husband. 

“My dear departed husband? His name was Boris. Gone three 
years now. He was such a good man.” 

“Boris, wasn’t that the name of the keeper of the castle gate?” 
Devon thought to himself. He told Olga about the gatekeeper. 

“So that’s where the so-and-so went! You tell him that he’s a rotten 
no-goodnick.” 

Devon bought some more sandwiches and left in a hurry to get 
away from the angry woman. 
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Visit with the Gnome 


Devon decided to go and visit with the Gnome at the inn. He knocked 
on the last door at the top of the stairs. 

“Come on in. It’s not locked,” called a squeaky voice on the other 
side of the door. 

Devon reached for the handle. 
Zap! Devon was shocked by a flash 
of static electricity. 

“Sorry,” said the voice of the 
Gnome. “I forgot to turn off my 
burglar alarm.” 

Devon entered the Gnome’s 
room. The Gnome sat on his bed. 
“Halloo. Howarya? Come in and 
have a sit, whydoncha?” 

As Devon sat down on the 
nearby chair, there was a rude noise 
from the seat. 

“Ha, ha, ha,” laughed Punny Bones. Gets ya every time. A million 
laughs. Howarya, Gouda see you. Nice of you to drop in. Speaking of 
dropping in, did you hear the one about the bad waiter? Seems he was 
always dropping in. Dropping in, get it? Didn’t think so. No one’s got a 
sense of humor anymore. Not even me.” 

Devon asked the Gnome about his sense of humor. 

“I ain’t got no, sensa humor. I can’t get no, sensa humor,” sang the 
Gnome. Then he explained his plight. It seemed he had been telling a 
joke about the way some Hero got Baba Yaga hopping mad and fit to 
be toad, and she happened to be in the audience. She got mad and 
cursed the Gnome. Now he couldn't tell a funny joke. 

“I came to this backwoods burg to find Baba Yaga and get her to 
remove this curse,” explained the Gnome, “but I looked all over the 
place and can’t find her, so I’m stuck, dumbstruck, and outta luck.” 

Devon told the Gnome about his adventures in Spielburg. 

“So you're the guy that made me lose my sensa humor. If ya hadn’t 
made Baba Yaga mad, I never woulda told the joke that made her take 
my humor away.” 

Devon told the Gnome he would try to help him. 
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th de cb 


Looking at the bed, Devon noticed something strange (besides the 
Gnome). He picked up a rubber chicken from the bed. The Gnome told 
him to keep it. Devon had no idea what to do with a rubber chicken, 
but he put it in his backpack anyway. 


I I 


The Gnome told Devon one more rather pointless joke as he left. 

It was evening now, and Hans, Franz, and Ivan were sitting in the 
inn again. Devon went down for supper. Everyone seemed friendlier 
now. The Innkeeper’s wife, Bella, thanked Devon for saving Igor. Even 
the roast pheasant with garlic tasted good. As Devon tried to leave the 
inn, he found the door outside thoroughly bolted and locked. The 
Innkeeper had to let him out, but warned him that it was very 
dangerous outside. 

Devon wanted to see if Katrina was around, but found the gates of 
the town barred. He had to climb over them to get outside. There was 
someone waiting for him there, but it wasn’t Katrina. It was the gypsy. 

“I just wanted to thank you for saving me,” said the gypsy. “Not 
many people would try to save a gypsy. Particularly when everyone 
thinks we are Werewolves. Gypsies are not Werewolves. You cannot 
believe the lies of the townspeople. Visit our camp sometime, and we 
will welcome you as only gypsies can. 

“Gypsies are not Werewolves, but we are shapechangers. I hope to 
see you again sometime. Farewell.” 

The gypsy was suddenly transformed into a wolf, and Devon could 
have sworn that the wolf grinned at him. Then it trotted off into the 
woods. 

As long as he was outside, Devon decided to do a little exploring. 
The forest was not nearly so lovely at night. There were strange noises 
and weird shadows. Devon hadn't gone far when he saw the ground in 
front of him start to move. A man-like creature pulled itself up out of 
the earth and lurched toward him. It was a Revenant, an Undead that 
drained stamina. Fortunately, it was very slow-moving. 
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th ch ob 


Devon threw a couple of rocks at it . 


hh cb ob 
Devon cast flame darts at it. 

th ch hb 
Devon threw daggers at it. 

th hb cb 


Fighting the Revenant was exhausting. It seemed to drain Devon’s 
stamina every time it hit him. Devon had to rest for a while afterward 
to recover. He headed back to town. 


A Lost Ghost 


Suddenly Devon saw something glowing in front of him. It was the 
ghostly form of a woman moving toward him. Devon tried to speak to 
the Ghost. 


“Hello,” said the Ghost. “Can you help me? I 
seem to be lost.” 

Can a Ghost get lost? Devon wondered. He asked 
the Ghost for her name. 

‘lm...Im.. «Everything is so strange. I lost 
my way home. Please, can you help me find my 
way?” 

Devon agreed to show the Ghost the way back to 
town. He hoped he was doing the right thing. He 
walked back toward town. The Ghost did not follow. 

Devon walked back to the Ghost. 

“There you are,” said the Ghost. “What 
happened to you? I thought you were going to show 
me the way to town.” 
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Devon asked her about being a Ghost. 

“Please don’t talk so,” she said. “It’s bad luck to speak of the dead. 
They might hear you.” 

It dawned on Devon that the Ghost did not know that she was a 
Ghost. He tried to break the bad news to her. 

“Why are you saying that?” asked the Ghost. “Why are you trying 
to hurt me? I’m lost and I don’t understand what's going on.” 

Devon tried to ask the Ghost something else, but she vanished. 

Devon returned to town and went over the gate. He knocked on 
the door to the inn, but no one answered. It was later than he had 
thought. 


th hb hb 


Devon took this opportunity to practice his lockpicking skills on the 
various doors in this section of town. He even worked a bit on the 
Burgomeister’s window, but the latch was pretty tricky. He would have 
to try again another night. 


th ob bh 


Devon decided to sleep near Erana’s Staff. It seemed safe enough. His 
dreams were strange and disturbing, but at least he was refreshed in the 
morning. He had some breakfast, practiced his skills, and was ready for 
adventure. As he walked past the Staff again, he picked some flowers. 
“Katrina would like these,” he thought. 

First he headed for the castle gate. The gatekeeper seemed happy 
until Devon mentioned Olga. 

“I did not want Olga to know I was here,” Boris admitted ruefully. 
“It was better she thought I was dead than that I had run off from her.” 

Devon asked him why he had run away from his wife. 

“I came here to get away from her constant nagging,” said Boris. 
“According to her, I could do nothing right. Here there is peace and 
quiet.” 

Devon said good-bye and walked off. The gatekeeper still seemed 
to care about Olga. Devon wondered whether they would ever get back 
together. 
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Devon had to fight a Vorpal Bunny. 
Soon afterward, a Wyvern came after him. 
Devon was forced to run away to recover 
his stamina. He found his way to the lake. 

Once again, the Rusalka rose up from 
the water and called for him to join her. 
Devon felt sorry that such a lovely woman 
had died such an ugly death. He wished he 
could help her, but taking her into his arms 
was probably not a good idea. Then he 
thought of the flowers in his backpack and 
handed her some in the hope that they 
would cheer her. 

“Thank you for the beautiful flowers,” said the Rusalka in a 
wondering voice. “No one has been so nice to me since I can 
remember. I guess I shouldn’t drown you now that you've been so kind.” 

Devon talked with the Rusalka and learned more about the swamp. 
He found out that Will o’ Wisps were the souls of lost children and that 
the Grasping Hands would try to drown him. The Rusalka was quite 
friendly now that she was no longer trying to drown him. She asked 
him to come back again and speak with her some time. 


Good and Gooey 


Devon walked around the edges of the swamp and found himself near 
the cave. He tried to walk the path back up to the cave, but the gooey 
stuff made him slip. Goo! He needed that for the doctor. He knelt 
down and got some into an empty flask. Then he saw a small bonsai 
bush covered with goo. This must be what the Leshy had been talking 
about. The bush was on a ledge beyond his reach and it looked pretty 
thoroughly gooped. The goo formed a pool around the base of the 
artfully sculpted plant. 


th ch ob 
Devon threw some rocks at the pile of stones that formed the dam. 


After several tries, he managed to dislodge the stones. The bush floated 
down to where he could get it. 
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th cb ob 


Devon cast a detect magic spell. The bush detected as magical, as did 
the top of the stone pillar. He tried a fetch spell, but the bush was too 
tightly stuck in the muck. Then he tried several force bolt spells to 
dislodge the rocks that formed a dam around the bottom of the bush. 
When the goo oozed off from around the plant, Devon fetched it and 
put it away. 


th hb cb 


Devon used his rope and grapnel to get up onto the ledge above the 
bush, then climbed down and grabbed the bush. 


th hb cb 


Next, he tried to get up to the cave again. The path was far too 
slippery to climb back up to the top. There must be another way. 


th ch cb 


Devon walked over to the huge stone pillar. When he touched it, he 
found it was loose. He pushed against it. It wobbled, but did not fall 
over. He tried again and knocked it against the upper ledge of the path. 
Now he just used the pillar to climb up to the top. 


th db ob 


Devon wondered about the magic near the top of the pillar. He cast a 
trigger at the carved squid on the pillar; the pillar tipped over, forming 
a bridge to the top of the path. Devon climbed up the pillar to the top. 


th hb b&b 
Devon got back up to the top of the ledge, but there was a gap of four 


feet between this ledge and the path. He used his skill in acrobatics to 
flip himself to the other side. 
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th hb ob 


Devon walked over to the cave mouth, but it was closed and nothing 
Devon could do would open it. He then walked over to the arch that 
crossed the path. There were several symbols over the arch—a mouth, 
bones, blood, breath, the senses, and a heart. There was also 
something embedded in the arch. It was a bronze plaque in the shape 
of a six-legged octopus-like creature. When Devon touched it, it was 
almost a physical shock. It felt dark and cold, extremely cold. When he 
removed it, he found a small empty hole behind it. The hole then 
vanished, and Devon put the plaque away. 


Right Journeys 


A Gypsy Welcome 


Devon walked up to the gypsy 
encampment. He was greeted by the 
gypsy he had rescued. 

“Greetings and welcome to our 
camp. You are a stranger no longer. 
When you saved my life, our lives 
became intertwined. Henceforth, you 
are to be known as a gypsy friend. I 
am known as Gypsy Davy. Come 
now; I will take you to the leader of 
our camp.” 

Devon and the gypsy entered the center wagon. There Devon met 
the gypsy leader of the pack. “You are the one my son spoke of. You 
saved his life. You also enter fearlessly into our den of wolves. You are 
a man of great courage. We gypsies owe you for our Davy, and | 
believe we will owe you for things to come.” 

“Welcome. I am the Fortuneteller.” 

Devon learned that the gypsies had come to Mordavia some years 
back and had been caught here when the rains formed the swamp. 

Then the Fortuneteller spoke again. 
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th ob ob 


“I will give you a gift for saving my son. | sense it will be most useful in 
your adventuring. Take this amulet. It will protect you from the dead 
that will not die. The amulet will protect you from some of the damage 
the Undead can do.” 


th hb & 
“T will teach you a spell. It will protect you against the dead which rise 
again. You will find it most useful in your questing.” 


The Fortuneteller touched Devon’s head briefly. Magic flowed 
through him, and he now knew how to cast aura. 


hh hb 
“Now, let us learn more of you,” said the Fortuneteller. “Why have you 


come here, and what do you seek?” 
Devon told the gypsies how he had come to Mordavia. The 
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Fortuneteller told him that a summoning spell must have gone wrong, 
and thus he had wound up in the Dark One’s Cave. However, she 
would not talk more about the cave. 

When they had talked for some time, Davy invited Devon to spend 
the night at the camp. After a delicious meal (with no garlic flavor), 
Devon spent the evening dancing and laughing with the gypsies. 

The next morning, Devon went back into the Fortuneteller’s 
wagon. 


bh hb b&b 


“I had a vision of you last night,” said the Fortuneteller. “I saw you 
walking by a lake. A woman rose up from the waters. | tried to warn 
you, Beware! Rusalka! but you could not hear me. Yet you kneeled by 
the lake, and spoke and laughed with her. And I was amazed, for even 
the things of the dead can call you friend. You are a most amazing 
man. 

When Devon asked how he could cure the Rusalka, he learned that 
she had been dead for many years and that nothing could restore her 
to life. However, there was a way to release her soul from the curse of 
the Undead. She must know who she was and how she had died. Then 
Devon must take the hair of the dead woman, weave it into a broom, 
and sweep the grave of her untrue lover. Lastly, Devon must give the 
Rusalka something she had always wanted. 


th dh hb 


Devon gave the Fortuneteller a coin and she read his fate with the 
Tarot cards. He learned that there were four people affecting his life 
now, three of them from his past. All were powerful. Three were 
women and one was a man. It was the man from the past that Devon 
must be most wary of. 

To change the subject, Devon asked Davy about hunting. Davy told 
Devon that the other night he had been hunting to the far south when 
he heard a voice saying, “Bushes here—disappear!” but he had not 
investigated further. 
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Tricky Sticks 

Devon thanked the gypsies for their kindness and started back to town. 
Suddenly a bush ran away from him and hid behind yet another bush. 
Remembering the Goblins in Spielburg, Devon went over to the bush 
and tried to catch it. The bush in front of him disappeared. Then the 
other bush ran and hid behind another bush. Devon chased the bush 
around the forest and finally it was the only one left. It disappeared, 
and there stood the Leshy. 

The Leshy asked the riddle and Devon showed him the bonsai 
bush. The Leshy told him to plant it in a garden. The only garden 
Devon knew of was Erana’s, so he took it there and planted it in a hole 
he found in the garden. Then he went back to the Leshy. 

Only one bush was moving now. A child’s voice called out “Hello” 
from it. When Devon went over to it, a gruff man’s voice shouted 
“Goodbye!” The Leshy appeared and gave him another riddle. “One 
and two and three make six, who hides her hut behind trick sticks? 
Magic Message, ‘Bushes hear!’ End the rhyme with ‘Disappear!’” 

Devon knew only one person who lived in a hut and spouted bad 
poetry. “Baba Yaga!” he guessed. 

“Guessing answers without knowing?” asked the Leshy. “Check 
your guesses first by going.” 

Gypsy Davy had heard that rhyme when he was hunting to the 
south, so Devon explored as far south and east as he could go. He 
thought he could see the chicken-legged hut through the trees, but 
bushes blocked his way. 


eh bh b&b 
Devon tried reciting the magic riddle out loud. The bushes disappeared. 


th hb bb 


Devon cast detect magic. The bushes detected as magic. With the cast 
of a trigger, the bushes vanished. 
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th db ob 
Devon smiled. A few bushes could not stop him. He took a running 
leap and used his acrobatics skill to jump over the bushes. 


th ch db 


The path led past a huge tree from which 
hung a desiccated body. “Ugh,” Devon 
thought, “only Baba Yaga would want 
such a grisly decoration near her house.” 
Devon walked up to a line of skulls. 

“Go back or face thy doom,” said the 
lead skull. “Wait a second, don’t I know 
you from somewhere? Yeah, you’re the 
guy that turned Baba Yaga into a frog. So 
what are you doing here? Trying out for 
soup de jour or auditioning for main 
course?” 
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Devon explained about the Gnome. 
“That guy, huh?” said Bonehead. “I remember the big B talking 
about him. So you’re trying to help him. You’re more likely to wind up 
in Baba’s frying pan.” 

Bonehead did agree to let Devon see Baba Yaga if Devon would 
bring him something useful that would improve Bonehead’s 
appearance. 


A Cry Jn the Right 


Devon returned to town. He talked with Olga about her husband and 
got a message to give Boris the next time Devon saw him. 


th ch ob 
Devon bought a broom into which he could weave the Rusalka’s hair. 
th ch ob 


Next, Devon visited Dr. Cranium and saw his latest creation, “Frankie.” 
When he gave the doctor the Grue Goo, Dr. Cranium gave him a 
sample of his Rehydration Solution. 

He then went back to the inn for a meal and some rest. About 
midnight, Devon woke up. He heard the sound of someone crying. He 
got up and walked downstairs. No one was in sight, but the crying 
seemed to come from the door under 
the stairs. Devon listened at the door 
and heard Bella crying about a missing 
daughter. Her husband Yuri was telling 
her that Tanya was dead, but Bella 
refused to believe that. After a while 
the voices grew quiet. Devon moved 
off, embarrassed by overhearing this 
private conversation. He wondered 
what it was all about. When he awoke 
the next morning, he vaguely 
remembered some weird dream. 
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Devon began to suspect he needed to get around more at night. He 
spent most of the day practicing his skills, although he did go to visit 
Boris at the castle gate to talk about Olga. As long as they had some 
affection for one another, Devon felt there was hope for their 
relationship. 


He also went to the gypsy camp. He asked the Fortuneteller about 
Erana and Erana’s Staff. The Fortuneteller told him that the Staff was 
very magical and protected the town. 

“I had a vision of Erana’s Staff one night. I heard the Staff speak. It 
said that the Staff would guard the town until it had cast its destiny 
spell. That one day, a person would bring a dead loved one before the 
Staff. That person would trade his life-force through the Staff. The 
dead would rise alive and well, although the one who gave his life for 
the dead would never know. It would be a true sacrifice, done with 
foreknowledge and love. 

“Then the Staff spoke no more, and I saw a beautiful crystal 
floating in the air. The Staff touched it, and the crystal shattered. Then I 
saw no more.” 

Devon then had his fortune read in the cards. He learned more 
about the man from his past who now affected the present. It sounded 
as though the cards were talking of Ad Avis. How could he have 
survived his fall from the tower in Raseir? What was Ad Avis doing in 
Mordavia, of all places? The cards left Devon with more questions then 
they answered, but they did let him know one thing. Ad Avis wanted 
revenge. 


a 


Devon then went to talk to the Rusalka and tell her what the gypsies 
had said. The Rusalka had no memory of who she had been before she 
died. Devon decided to check out the cemetery for a clue. There he 
found a grave with the epitaph, “No effort could Elyssa save; she fell 
into a wat’ry grave. Her body was lost, only her memory remains.” 
Devon went back to the Rusalka and told her about the gravestone. 
“Elyssa. Yes, that was my name. I’m starting to remember things 
now . . . | was going to be married. My fiancé and I came down to the 
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lake for an evening swim. We were skinny-dipping, actually. Then he 
wanted to, well, you know . . . but I wouldn’t. So he drowned me. He 
always had a low frustration point. That’s how I became a Rusalka.” 

Devon took a few strands of her hair and wound them into the 
broom he had bought. Then he said farewell. 


bh hb & 


As it got dark, he headed over to where he had seen the lost Ghost. 
She greeted him. “I don’t understand,” she said. Every time I try to 
follow you, I find myself here again. Why can’t I leave this place? Why 
can’t I go home?” 

Devon shook his head sadly and tried again to explain to her that 
she was now a Ghost. 

“No! No! It can’t be. Nooo!” The Ghost vanished. 


Devon wondered if he was doing the right thing here as he headed 
back to town. Suddenly he felt a sense of extreme cold. There before 
him was a small mound of rocks. A glowing light swirled around the 
mound. Suddenly an image formed over the mound. It was a Wraith! 


th db ob 


Devon quickly cast his aura and protection spells. If he was going to 
have to fight this Undead, he knew he needed that protection. Then he 
cast zap and prepared himself for battle. 


th ob ob 


The Wraith attacked Devon with spells, and any time Devon got near, 
the thing drove him back. 


wb bh & 
Devon realized his only chance was to get close to the thing and keep it 


from casting spells. Dodging and parrying its spells wasn’t easy, but it 
was his only chance to stay within weapon range of it. 
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hh db hb 


Devon soon realized that it would require all his agility to take this 
monster. Dodging and jumping over the spells took all his skill, but 
every once in a while he saw an opening. Using his acrobatics skill, he 
leaped into the air and kicked at the Wraith. 


hh hb ob 


The battle was tough: Devon barely managed to survive. He took a 
Healing potion and rested to catch his breath. Checking over the 
mound, he found some treasure. This was what the Ghost had 
defended after death; a few useless items. Devon shrugged. He picked 
up a bone while he was at it. “Who knows where it could be useful?” 
Devon thought, but it couldn’t hurt, he hoped. 


The Ghost Remembers 


He walked back to the area of the lost Ghost. She floated there again. 

“I remember now,” she said in a sad voice. “I was walking home. 
Something started to chase me. | started to run. Something knocked 
me down, then everything went black. 

“I’m dead, aren’t I? I really can’t go home again. I’m just a Ghost.” 

Devon asked her who she was. 

“My name is . . . was, Anna,” said the Ghost. 

Anna! This was the woman Nikolai kept looking for! Devon had 
hoped to help the old man. Now it looked as if all Devon could do was 
to break the sad news. He told the Ghost farewell and walked back to 
town. 

At the town gate, Katrina was waiting for him. It was good to talk 
to her again, but he always felt so strange around her, almost as though 
he had no choice but to like her. He hardly had a chance to ask her a 
few questions before she had to leave. She asked him to meet her by 
the castle gate some night. Then she rushed off before Devon could 
offer to accompany her. 

Devon went back to the inn for supper and a chance to rest. 
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Around midnight, he got back up and went down to talk to the 
Domovoi. It asked Devon to help it. The Domovoi wasn’t the easiest 
creature to understand, but Devon gathered that it wanted him to help 
a Domovoi trapped in the Monastery. The Domovoi said something 
about needing a magic symbol to open the Monastery door. Devon 
wondered if the plaque he had taken off the arch by the Dark One’s 
cave was what the Domovoi was talking about. Devon went back up to 
his room. 


th db cb 


Devon sneaked out of his window and climbed down the wall. He then 
used his lock picks to break into the Burgomeister’s place through the 
window and take some money. He tried the old man’s house nearby, 
but the door was still bolted on the inside. Then Devon noticed that the 
upper window looked large enough for him to fit through, so he 
climbed up to it. The house was very dark and the old man was 
sleeping in the bed nearby, but with stealth and with the liberal use of 
oil, Devon managed to take a few useful things. 

Then Devon went to the Thieves’ Guild to talk to the Chief Thief. 
After Devon told him about the break-ins, the Chief seemed very 
pleased. He told Devon that there was a secret passageway from the 
Borgovs’ Crypt into the castle. If there was any treasure to be found in 
Mordavia, it would be there. 

When Devon asked the Chief if Devon could help him, the Chief 
was still hesitant. 

“Do you want to be a thief or a hero? Those two roles are usually 
mutually exclusive, you know.” 

Then the Chief told Devon that he had been exploring the 
monastery when he was turned into the creature he had now become. 
He had found a secret passage into the basement, and had tried to pick 
up a small statue there. He remembered blacking out, then awakening 
in this form. He thought that if he could touch the statue again, he 
could regain his old form. He warned Devon not to touch the statue 
with his bare hands, unless Devon liked the idea of being a monster. 
Devon then said goodnight and went back to the inn. 
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th db ob 


Devon decided he was rested enough to help the Rusalka some more. 
He climbed out through his window and made his way over to the 
cemetery. Walking up to the Rusalka’s grave, he read the tombstone 
nearby. “Here lies Janos. Faithful to his lost true love, laid beside her 
empty grave.” Faithful, right. 

Devon swept the untrue lover’s grave with the broom. The Wraith 
of Janos the murderer rose from the grave and attacked. Fortunately, 
Devon now knew how to deal with Wraiths and quickly defeated Janos. 
After resting for a bit to regain his stamina, Devon ran to the lake. 

The Rusalka rose to greet him. However, instead of a beautiful 
woman, she now looked like a moldering corpse. 

“You did it, didn’t you?” she asked. “I felt you getting rid of my ex- 
fiancé. Now I feel so strange . . . What’s happening to me? What’s 
going to happen?” 

Devon told the Rusalka about Janos. 

“I told you he was a jerk,” she replied. “Janos the jerk. I remember 
he even had bad breath.” 

Devon thought for a moment about the last part of the cure for the 
Rusalka. Give her something she truly wanted? What was that? She had 
been betrayed by a false lover before. Perhaps all she really wanted was 
some real love and affection. He looked at her and tried not to shudder. 
Still, he remembered her beauty and 
delight when he had simply given her 
some flowers. So Devon asked the 
Rusalka for a kiss. 

“You want to kiss me now? Are 
you sure about this? I mean, it is 
unlucky to kiss the Undead, you 
know. You could wind up Undead or 
something.” 

Devon waded into the water and 
took her into his arms. He tried to 
ignore the smell. 

“You're sweet,” she said. “Not 
many guys would do this for me. It’s 
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funny, isn’t it? I always wanted to be kissed by a guy like you. Well, if I 
have to go, at least I get my wish. Thanks. Let’s go, Lover boy.” 

Devon kissed her slimy, cold lips. He felt her joy as she vanished in 
his arms. Then he walked back to town. 


The Ghost of Piotyr arose as Devon neared Erana’s Staff. 

“There is a spirit most foul which haunts the land,” said the Ghost. 
“It lies in a barrow far south of the graveyard. It guards a dire treasure 
which will summon the Darkness and yet can banish the Darkness 
forever. Defeat the Wraith, and claim thy destiny.” The Ghost vanished. 

Another Wraith! Well, not this night, thought Devon as he lay down 
to sleep in the grass by the Staff. Even in this place, his dreams were 
disturbing. 


th db ob 


Temple to Darkness 


After breakfast, Devon went over to the north side of town. As he 
walked up to the Monastery, Igor jumped up and down. “Bad place. 
Very bad. No go there.” Devon pulled the Dark One Sign from his 
backpack and touched it to the door. It opened, and Devon entered the 
monastery of the Dark One’s followers. 

It was cold here, and something about this place made his skin 
crawl, but it didn’t look particular awful. It looked like a great hall. The 
stone walls were carved with arcane symbols, some of which Devon 
recognized from the archway near the cave. Devon walked over to a 
display case. There he saw a small statue. At second glance, it was a 
miniature Domovoi. It looked withered and dry. 

Devon thought of Dr. Cranium’s Rehydration Solution, and poured 
it on the statue. It changed back into a normal-sized Domovoi. The 
rehydrated Domovoi thanked Devon. It told Devon to feed the guard, 
or destroy it, to find the secret passageway to the basement. Then it 
vanished. 

As Devon walked over to the fireplace, something wiggled over the 
mantel. It was a Hexapod. So this was the guard. Devon wondered 
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what Hexapods ate besides heroes. Then he figured out how to learn 
about Hexapod food without using trial and error. He left the 
monastery, went over to Dr. Cranium’s hallway, and turned on the 
Transcendental Receiving Animal Processor. It asked him if he wished 
to identify another animal. Devon said yes, and described the Hexapod. 
The TRAP told him that Hexapods eat garlic. “Well,” thought Devon, 
“at least there is plenty of that around.” 

Devon went over to the shop, talked with Olga about her husband, 
and then bought some garlic. 


th hb hb 


Devon also bought a shopping bag in order to bag the cursed statue 
safely. 


th hb b 


Then Devon went back to the monastery. He tossed the Hexapod 
some garlic, and the thing seemed content. Then Devon examined the 
fireplace. “How do I open the secret passageway?” he wondered. He 
tried moving the stones, but nothing happened. Then he tried to turn 
the log holders. The entire back of the fireplace opened up, revealing a 
stairway leading down. 

Devon entered the monastery basement. There was a cold feeling 
here that chilled his bones and set the hairs rising on the back of his 
neck. This was not a pleasant place. The room was dominated by a 
huge book. Behind it was the symbol of the Dark One and the word 
Avoozl. A desk stood near one corner of the room. Nearby Devon saw 
a huge cask from which dripped a blood-like liquid. The desk seemed to 
be the safest thing to investigate here. 


th hb tb 


Devon tried to open the desk, but it was locked. It was a simple matter 
to break the lock. Suddenly a dark cloud rose from the desk. He had set 
off a poisonous cloud trap. Somehow, he didn’t think this poison would 
wear off as quickly as that of the Badders. Luckily, Devon still had some 
Healing and Poison Cure potions. 
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th db cb 


Devon figured that nothing was really safe here, so he stood back as he 
cast an open spell on the desk. As the rolltop rolled up, a cloud of gas 
was released. Devon was glad he had been cautious. 


th hb ob 


Devon checked the desk for traps. Sure enough, he found one. He 
disarmed the trap and unlocked the desk. 


th hb ob 


In the desk was a book. It was the Diary of Amon Tillado, the mad 
monk who had started the cult of the Dark One. Devon learned that 
there were seven rituals to summon the Dark One. The book explained 
where his followers were to hide the rituals. One was hidden in the Mad 
Monk’s tombstone, to be guarded by monks. One was hidden in the 
“Squid Stone,” to be revealed only by the light of a dead child’s soul. 
One was hidden in the Hangman’s Tree. One was hidden in the 
archway, under the Dark One Sign. (Devon paused. He had that Dark 
One’s Sign from the arch, but there had been no ritual behind it. Who 
had that ritual now?) 

The Blood Ritual was concealed magically in the monastery itself, 
and only he who willingly sought dark visions could find it. The Heart 
ritual was supposed to be guarded by someone named Gregor, but a 
note added later to the Diary said that Gregor was missing, and that the 
ritual was nowhere to be found. The last ritual was to be kept by the 
Borgov High Priest in the depths of the cave itself. 

Devon knew these things were important, but why would anyone 
want to summon a Dark One? Piotyr’s entry in the Adventurers’ Log 
implied that he had been searching for the rituals in order to banish the 
Dark One, Avoozl, forever. Perhaps, thought Devon, I can figure out 
how to banish the Dark One also. 

Devon walked over to the huge book. It had the word 
Necrophilicon written on it. Devon had a very bad feeling about this. 
He walked over to the huge cask. Only someone who dared dark 
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visions could find the Blood Ritual. Devon steeled himself, then took a 
drink of the dark brew that dripped from the cask. His head whirled, 
then he felt everything go dark. 

Before him was a mountain. Devon recognized it as the peak over 
the Dark One’s Cave. Suddenly the sky darkened and the top of the 
mountain exploded. A huge creature rose from the mountain. The 
Dark One had been released in Mordavia. 

The vision faded and Devon stood up. So that was a Dark One. 
How could anyone have the power to banish something like that? He 
looked around and saw a scroll lying on the ground. He picked it up 
and looked at it. There was a mark of blood at the top, but the words 
were unreadable. Devon had found the Blood Ritual. He put it away in 
his pack. 


th hb bh 


Devon now looked around carefully for the small statue the Chief Thief 
had described. In an alcove, he spotted it. He carefully used the 
shopping bag to pick it up and then wrapped it tightly so he couldn’t 
accidentally touch it. Then he put the statue away. 


th hb ob 


“This place is too dangerous,” thought Devon as he walked upstairs. 
“There is just too much evil here.” He took out his magic torch. “Perhaps 
fire can cleanse this place.” He set fire to the carpet and quickly escaped. 
The Monastery burned well, and its dark magic was destroyed. 


th ob ob 


Nikolai Finds His Love 

Devon looked for the old man. He’d been avoiding talking to Nikolai 
earlier, but now it had to be done. Nikolai was wandering around 
looking everywhere, as usual. Devon greeted him, and told Nikolai that 
he had seen Anna. 
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“Anna?” asked the old man anxiously. “You’ve seen my Anna?” 

Devon told Nikolai that he had seen her ghost in the forest. 

“In the forest? Where? I must go to her!” 

Devon told Nikolai where to look, and tried to explain that Anna 
was dead... 

“Thank you,” said Nikolai. “I cannot thank you enough for finding 
my Anna. I will go to her now. | will help her find her way home. 
Thank you again.” 

Before Devon could stop him, Nikolai went off. Devon hoped he 
would be all right. Nikolai looked as though he were going off to talk to 
his friend, the Burgomeister. 

Devon looked all over town, but couldn’t find an appropriate gift 
for Bonehead. He wandered over and talked to Boris, who told Devon 
about his marriage to Olga. Then he went to the gypsy camp to have 
another Tarot reading. This time he learned more about the woman of 
power who seemed to be trying to manipulate him. Again, Devon was 
left with more questions than before. What was this woman trying to do 
to him? Why him? 

It was dark as Devon headed back to town. He decided to talk to 
Anna and tell her about Nikolai. However, just as he approached Anna, 
he saw another Ghost. It was the Ghost of Nikolai! The two Ghosts 
moved together and embraced. Devon left the Ghosts alone for a while. 


I I 


Devon decided to visit Erana’s Garden and get another mana fruit. As 
he neared the garden, he saw a fountain he had never seen before. He 
went up to it and took a drink. Everything went black. He seemed to 
hear a voice speaking about him. It said that he was not yet powerful 
enough, but that he would be soon. He had never heard that voice 
before. When Devon awoke, the fountain was gone. He wondered who 
else was watching him and what they wanted from him. 


i 


Devon returned to speak to the Ghosts. They thanked Devon for 
helping them get together again. The Ghost of Nikolai told Devon 
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about a secret passageway leading from the crypt of the Borgovs to the 
castle. He also gave Devon his hat when Devon asked about it. Devon 
said good-bye to both of them for the last time. 


The Master Wraith 


Devon found himself wandering the forest. He thought he was 
somewhere far south of the cemetery. He felt, and then saw, a Wraith 
mound. He prepared for battle. 

This was an incredibly tough battle. He was forced to retreat away 
from the Wraith after a while to rest and recover his health with a 
Healing potion. Even so, Devon was nearly defeated. Examining the 
mound afterward, Devon found some treasure. 


th hb 


Devon found a fine battle-axe buried in the mound. It was extremely 
sharp and well balanced. Devon smiled at his new weapon. Searching 
some more, he found a scroll. It was the Heart Ritual. 


ob hb b&b 
Devon found the Heart Ritual among the treasure. 

he bh tb 
Devon found a fine sword buried in the mound. As he lifted it, it 
seemed to glow. He could feel power pulsing through it. This must be a 
paladin’s sword! Searching some more, he found a scroll which felt 
cold to the touch. He knew he had found another ritual—the Ritual of 
the Heart. 

heh hb b&b 


Devon returned to town. 
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th cb ob 


The Ghost of Piotyr rose before him. “I was the Paladin Piotyr, and my 
pride was too great. I sought to drive back the Darkness, but the 
Darkness was stronger than I could imagine, and I watched my friends 
and comrades die. 

“At last, in desperation, I called upon the Mage Erana. She held 
back the Darkness, but she herself was trapped. In sorrow, I brought 
her Staff to this place that it might protect the town, and preserve her 
memory. 

“I sought to free Erana’s spirit, and so began the quest for the Dark 
Rituals. I loved a woman, but left her to seek the Ritual of the Heart. 
The Wraith defeated me, and I lost all — Erana, the woman I loved, 
and my life. 

“Take my sword to my grandson, Dmitri. Let his grief be ended.” 
Then the Ghost vanished again. 


th oh ob 


Devon took the statue from the Monastery back to the Chief Thief. 
When the Chief touched it, he returned to human form. 

“Wonderful! Wonderful!” he said. “Now I won’t have to scuttle 
around in shadows all the time. Now I won't have to practice unsavory 
eating practices. Thank you, thank you so very much.” 


th ob ob 


Devon barely made it back to the inn before closing time. He fell into 
bed and sank into an exhausted sleep. Unfortunately, it was soon 
interrupted by the Domovoi, who appeared at the foot of his bed. The 
Domovoi thanked Devon for saving the “dry” Domovoi from the 
monastery. Then the Domovoi disappeared. 

Devon got up and walked downstairs. The Domovoi sat in its usual 
spot over the fireplace. It told Devon how the Innkeeper’s daughter, 
Tanya, had gone off one night with a monster. It also told Devon of a 
doll that Tanya loved, and how it was hidden in the nearby cabinet. 
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Devon took the doll; the Domovoi told him to use it to save Tanya. 
Then Devon went back to bed and for once enjoyed a dreamless sleep. 


I 


The next morning, Devon took Piotyr’s sword into the Burgomeister’s 
office and handed it to Dmitri. 

“This is the sword of my grandfather, Piotyr. I do not know how I 
can tell, but somehow I am sure of it. He was supposed to have 
deserted my grandmother. This means Piotyr did not run off. He was 
killed, instead. 

“You keep it. You certainly earned it. | was so ashamed of my 
grandfather. Everyone in town called him a coward, yet he really was a 
hero, after all. 

“That shield over there on the wall was Piotyr’s, also. Take it. 
There’s no sense in leaving it hanging on the wall, if you can use it.” 

Devon told Dmitri all about the visions of Piotyr’s Ghost. 


th cb ob 


Jnto the Cauldron 


After breakfast, Devon took the old 
man’s hat to Bonehead. Bonehead 
seemed very pleased with his new 
headgear, and let Devon past the 
burning skulls. However, when Devon 
tried to get into the hut, it kept 
running away from him. Bonehead 
suggested that he treat it as a flighty 
birdbrain. Devon thought a minute, 
and went back to the town gate. 
There he picked some corn from the 
corn shocks gathered near the 
pumpkins. Then he returned to the 
hut. 
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The hut was obviously pleased with the corn, and squatted down 
for Devon to enter. 

As he walked in the door, he heard a voice say “Now!” Water 
poured on Devon from above, and Baba Yaga appeared before him. 
She invoked a rhyming spell and the water froze around Devon, 
preventing him from moving. 

She discussed eating him with her bat and spider, but they talked 
her into having dessert instead. Baba decided to send Devon off to 
make her an Elderbury Pie. Then she teleported him outside. 

When Devon asked Bonehead about the pie, it gave him a recipe. 
Now Devon had to go on a scavenger hunt to make the pie. He knew 
right away where he could get a pie pan. Olga was more than happy to 
sell him one. She even sold him some extra garlic, “for its protective 
and medicinal properties.” When Devon told her of his last visit with 
the gatekeeper, she also told Devon that she really could use Boris’s 
help around the shop again . 

Devon also knew where to get some Grue Goo, near the cave. He 
already had bones, but he needed to grind them into bone meal 
somewhere. 


Berry Bush with an Attitude 


First he explored the southern part of the forest until he found a bush 
with eyes and a nasty sting. Now he had to get berries from a bush that 
would bite back. 


hh db 


It was easy to knock some berries off the bush from a distance by 
throwing things at it. However, he couldn’t get near it to pick the 
berries up. He needed to lure it away. He rummaged through his pack 
to see what he had. Devon found the rubber chicken. Why not? 

He threw it about 10 feet from the bush, which dragged itself over 
to the chicken. Devon quickly walked over to the fallen berries and 
picked them up. 
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th hb ob 


Devon cast a force bolt to knock some berries off the bush. Then a 
simple fetch spell brought him the berries. 


th db ob 


He headed back to Baba Yaga’s. He used her mortar and pestle to grind 
the bones into meal, then put all the rest of the ingredients into the pie 
pan. Now he needed some way to cook it. When he showed it to 
Bonehead, it told him to use the skulls to heat the pie. They cooked it 
with their laser eyes, but it smelled terrible. Baba would probably love it. 

When he walked into the hut this time, he quickly stepped past the 
doorway, but Baba froze him to the floor. Then she turned him into a 
hedgehog. Fortunately, the bat reminded Baba about the pie. Baba 
returned Devon to his own form and he gave her the pie. She asked 
him what he wanted for it, and he told her about the Gnome. She gave 
him a “good humor bar” and teleported him outside. 


th cb ob 


Devon decided to push his luck; he walked back into the hut. Again 
Baba Yaga stuck his feet to the floor, but at least she didn’t change him 
into a hedgehog this time. She asked Devon what he had brought for 
her to eat this time. Devon thought fast and handed her some garlic. 
When she asked him what he wanted for it, he asked for magic. She 
taught him the hide spell, then sent him away. 


th hb ob 


Devon hurried back to town and gave the Gnome the “good humor 
bar.” It worked! At least, it seemed as though it worked. The jokes he 
told were funnier than the ones he had told before he ate the bar. As a 
reward, the Gnome told Devon the Ultimate Joke of the Gnomes, 
guaranteed to make anyone (or anything) laugh. Devon smiled and left. 

In the evening Devon watched the Gnome give his farewell 


350 


Part Four Shadows of Darkness 


performance. Then Devon went upstairs to get a full night’s sleep 
before he explored the castle. 


th ch ob 


Devon couldn’t get to sleep. He found himself too curious about what 
was going on at that mysterious fountain by Erana’s Garden, so he got 
up to see if the fountain was back. 

The fountain wasn’t there, but a magical Staff hung in midair. 
Devon figured it was a trap, so he cast a fetch spell on the Staff. The 
minute he touched it, he was frozen. He was suddenly surrounded by 
Faerie Folk. 

“You have been tempted by a 
mere illusion,” said the Faerie Queen, 
“but there is a true Staff in Mordavia— 
the Staff of Erana. 

“Before the Staff can be claimed, a 
sacrifice must be made: one life for 
that of another. You must bring about 
that sacrifice. 

“To bring about the sacrifice, you 
will need to perform the Ritual of 
Release, which you can use to free the 
Staff from its confinement. I will teach 
you this Ritual, but you must return 
here when you have Erana’s Staff.” 

Then the Faeries disappeared. Devon slept in Erana’s Garden. 


i 


The Castle on the fountain 


His night was filled with a strange dream, but at least he was rested. He 
went up to Igor and asked about the Borgovs’ Crypt. Igor gave him the 
Crypt key. 
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Devon headed to the cemetery. He opened the Crypt and walked 
down into the gloom. Searching the walls, he found an obvious 
keyhole. Now he needed to find the right key. A crest on the floor near 
the stairs looked suspicious, so Devon examined it carefully. The 
colored panels could be depressed. He pressed the panels in the order 
of the letters of the name 
BORGOV—Blue, Orange, Red, 
Green, Orange, and Violet. It 
opened to reveal the key. 

He turned the key in the 
keyhole and entered the long 
passage to the castle. 

It took him most of the day 
to explore the castle. He found 
secret passages, stairways, some 
dungeon guards, and a coffin 
guarded by a large monster that 
kept shutting the door in 
Devon’s face. No Tanya, no Ad 
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Avis, and no Katrina. Either the 
Tarot cards had lied, or nothing 
went on in the castle during the 
daylight hours. Devon thought 
about Vampires, and knew this 
was a perfect place for them. It 
would explain why he met 
Katrina only at night. 


He returned to the inn to get 
supper and prepare for evening. 
He bought some extra garlic just 
in case. 

When he got back to the castle, he headed up the stairs to the 
great hall. As he neared the top, he heard voices. Devon tried to listen 
through the door, but he realized he needed to open the door a little to 
make out the words. 


th db ob 


Devon put oil on the hinges so they wouldn’t squeak and reveal his 
presence. 


th db hb 


As Devon looked through the crack, he 
first saw Ad Avis standing there 
arguing with someone on the stairs. It 
was Katrina, but she looked very 
different from the demure woman he 
had met in the forest. Her eyes were 
on fire and her voice crackled with 
anger. 

“Everything is going according to 
plan—my plan!” she said. “I am not 
interested in your petty revenge 
scheme.” 
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“You cannot trust him,” replied Ad Avis. “He will attempt to 
destroy you the moment he realizes what you truly are.” 

“No!” said Katrina. “He is already attracted to me. I want him to 
act from his own free will, and not be some puppet whose strings | 
hold.” 

Devon listened a little longer, then walked back down the stairs. He 
was not ready to deal with two Vampires in their own territory. He was 
certainly not ready to face Katrina in her current mood! 


A Death for a Life 


Devon took a secret passageway and walked up to the room with the 
coffin and the monster. When he opened the door, he saw a small child 
playing on the floor. Then the monster slammed the door in Devon’s 
face. 

He opened the door again; the child spoke and told the monster to 
let him in. It was Tanya, the Innkeeper’s child. She was also obviously a 
Vampire. Devon talked to her about her family. She told him she missed 
her parents, but knew she could never go back. The monster, Toby, 
seemed very protective of her. She said that Toby was her best friend. 
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Devon gave her the doll. She was 
thrilled. Then he told her about Erana’s 
Staff and how it could make her better. 
She didn’t seem to understand the 
sacrifice part, but Devon could see that 
Toby did. Devon looked into Toby’s eyes, 
and Toby nodded. Devon led them to 
Erana’s Staff. 

Erana’s Staff started to glow and rise 
up into the air. 


The Staff spoke to Toby. “Your 
love for the child is great. Will you 
trade your life to give life to the 
child?” 

Toby nodded. 

“Will you die willingly for your 
love?” 

Toby agreed. 

“No, Toby,” shouted Tanya. 
“No!” 

The voice of the Staff was shrill, 
“So shall the sacrifice be done!” 

A blinding flash struck Toby and 
surrounded Tanya. 


When the sacrifice was complete, 
Toby was gone and Tanya was a living girl 
again. Devon picked up the fallen Staff 
and took the sobbing child back to the 
inn. Yuri and Bella were overjoyed to 
have their child back, but Devon couldn’t 
help feeling sorrow for Toby. 


The next morning, he was greeted and thanked by nearly everyone 
in town. Devon talked to Boris, who said that he had decided to get 
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back together with Olga. Then he visited the gypsies and learned that 
they had been concerned about him. He thanked them for caring about 
him, and asked for a Tarot reading. 

This time, he learned about Erana. She was trapped by the Dark 
One. Now Devon knew the only way to free her would be to summon 
Avoozl and then banish it. Devon thanked the gypsies and left. 

He remembered that one of the rituals was hidden in the 
Hangman’s Tree. That had to be the tree near Baba Yaga’s hut. He 
went up to the tree, but could find nothing there. He visited Baba and 
gave her some more garlic. She handed him the ritual, but warned him 
that it was dangerous. Then she teleported him out. 

“Great,” thought Devon. “These rituals make even Baba Yaga 
nervous!” 


bh hb 


When night fell, Devon returned to the place where he had met the 
Faeries. There was no sign of them, but he had a bad feeling. Suddenly 
they appeared around him, and encircled him with a magical cage. 

“The human has returned with the Staff!” said the leader. “We shall 
finally gain what we have sought for so long.” 

“Staff of Erana, hear my command! I, Tatiana, queen of the Faerie 
Folk, summon thee and claim thee for my own!” 

The Staff appeared, and Devon saw the cage around him vanish. 

The Staff then spoke. “I am now the Staff of Devon. He is the 
hand of destiny, and shall restore the spirit of Erana.” 

“So,” replied the queen. “The human has claimed the Staff of 
Erana? Then by his death, the Staff will be mine!” 

The Faeries began furiously attacking Devon with spells. Devon 
quickly cast every defensive spell he knew, including a resistance to 
magic spell that the Staff gave him. It didn’t take long for the Faeries to 
notice he had a reversal spell up. They started casting frost bite, which 
could not be reversed. The battle was tough, but Devon concentrated 
on the queen. He also kept healing himself with potions. Finally the 
Faerie Queen was defeated, and the Faeries vanished. In their place lay 
a Dark One Ritual, which Devon picked up. 

The Staff spoke to Devon again. “Hand of Destiny, you are now 
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triumphant. She who would use me for her own glory is defeated. You 
now have the spell of resistance for your own.” 

Devon felt the knowledge of the spell fill him. Then he headed back 
to the inn. 


th cb ob 


Betrayed! 


Devon’s sleep at the inn that night was disturbed by dreams. When he 
got up, he found a note from Katrina lying on the floor near his bed. It 
asked him to meet her in the evening by the castle gate. Devon nodded 
grimly to himself. They were going to 
have a lot to talk about this evening. 

Devon spent the day exercising 
and building up his skills. He figured he 
was going to need them soon. 

When the sun went down, he 
hurried to the castle gate. He couldn’t 
wait to confront Katrina with his 
knowledge. He didn’t get to the gate, 
though. Suddenly Ad Avis appeared in 
front of him. It was Ad Avis who had 
sent Devon the note, to trick him into 
this meeting! Now Ad Avis was 
determined to get his revenge. He cast 
a spell to summon the Death Hounds! 

Devon started to run. A Necrotaur was not far behind him. Another 
Necrotaur ran out in front of him and he swerved to avoid it. If only he 
could make it to the town gates! Devon could hear the howls and snarls 
of the Necrotaurs around him. The town was just to the north. Devon 
put on a last burst of speed to reach the gates. 

A Necrotaur stood in front of him. Suddenly several Necrotaurs 
leaped on him. Then Devon heard Ad Avis’s gloating voice nearby, and 
Devon passed out. 
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He woke up to find himself chained in a dungeon. He vaguely 
remembered hearing Ad Avis saying something about Katrina’s being 
the cause of all the problems here. He also thought he had heard that 
there were a hammer and a stake around here somewhere. 


th hb ob 


Devon broke the rusty chains, thankful for the effort he had put in on 
the exercise machine. 


th hb b 


Devon cast open on the ring hinges of the chains and they released 
him. 


te ch b&b 
Devon used his toolkit to remove the chains. 


th hb hb 


He found it odd that Ad Avis had left him with all his equipment, 
particularly since Devon had escaped from Ad Avis’s dungeon in Raseir 
once before. What was Ad Avis up to? Devon went up to the door and 
listened to the two guards talking. They obviously didn’t know what was 
going on here either. Devon picked up the stake and mallet, just in case 
he got a chance to use them to get rid of Ad Avis once and for all. 

He found a secret passage through the iron maiden that led to an 
elaborate bedroom. A glass-covered coffin lay on the bed. Devon went 
up to it and saw Katrina lying there. He opened the coffin. He held the 
mallet and stake in his hand, and wondered if he was doing the right 
thing. Then he leaned down and kissed her instead. 

“What?” Katrina sat up, startled. “What are you doing here? How 
did you get in here? You dare to kiss me?” 

Katrina cast a spell on Devon, and again he passed out. 

This time, he awoke to find himself chained to the ceiling. Katrina 
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stood beside him with a whip. She was furious, and refused to listen to 
his story that he had fallen in love with her. It was obvious that she 
most resented Devon’s finding her helpless in the coffin. Now Devon 
understood what was going on. Katrina and Ad Avis had summoned 
him here to find the rituals to summon the Dark One. When Darkness 
covered the land, they would never be 
helpless in their coffins again. Ad Avis 
obviously had his own plans, though. 
Devon told Katrina about Ad Avis. 
Katrina looked thoughtful. Ad Avis 
was her Vampire slave, and could do 
nothing directly to harm her. He had “y 
set up Devon to kill Katrina for him. : 
The only way Ad Avis could harm 
Katrina was if she attacked him first. 
Katrina smiled. She would never let Ad 
Avis ever get free of her domination. 
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Then Katrina cast a geas spell on Devon. She geased him to find 
five of the Dark One Rituals. She already had the Mouth Ritual, and 
she knew the Essence Ritual was in the cave itself. She teleported him 
out of the dungeon. 


The fiiad fiionk’s Tomb 


Devon had a serious time limit for finding the remaining rituals. Two 
more to go, and two days in which to do it, he thought. He went to the 
gypsy fortuneteller to see if she could help him. She told him of her 
vision about the rituals. This gave him the needed clues as to where to 
find the final rituals. 

Devon went to the swamp. Somewhere in the middle of this muck 
was the Tomb of the Mad Monk. 


bh hb b&b 


Devon slogged his way through the ooze. It took a great deal of 
strength just to walk in this stuff. He avoided the Grasping Hands. 
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th db ob 


Devon cast the glide spell and skated across the surface of the water. 
He had to move quickly to get around the Grasping Hands. 


th dh ob 


Devon used his acrobatics skill to leap from grassy mound to grassy 
mound. 


I 


Suddenly he saw two Chernovy in front of him. These terrible creatures 
had once been followers of the Dark One. They guarded an obvious 
tombstone. Devon prepared for combat. 


th dh ob 


Devon summoned the Staff and cast reversal and resistance. Then he 
concentrated his attack on one of the Chernovwy. It worked! Their spells 
were bouncing off him. Suddenly everything went dark. By the time 
Devon had cast a juggling lights spell to restore his sight, the 
Chernovy had closed in on him, and it was time for close combat. 


th ob ob 


It took all the strategy Devon had to win this battle. The creatures were 
tough and fast. Fortunately, Devon was tougher. All that practice and 
exercise paid off. The Chernovy disintegrated. 

Devon walked up to the tombstone. There was a depression in the 
rock. He touched the Dark One Sign to it, and used it to turn to each 
of the rituals in the proper order, which he had seen on the arch and in 
the monastery. It was an easy puzzle—they were arranged in clockwise 
order around the dial. The Dark One Sign revealed a hidden hole, and 
Devon removed another Ritual. 
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By the Light of a Dead Child’s Soul 


Only one more to go. Devon returned to the edge of the swamp. Night 
had fallen, and the Will o’ Wisps were flitting around. Devon 
remembered that the Rusalka had told him that these were the souls of 
lost children. Now he needed their help to find the last ritual. “How can 
I catch them?” he wondered. Then he reached in his pocket and took 
out some of the candy from Olga’s shop. Placing in on the ground, he 
watched as the Will o’ Wisps floated over to it. Then he took an empty 
flask and caught them in it. 

Devon walked over to the path to the Dark One’s Cave. He used 
the light of the Will o’ Wisps to light up the squid stone. Now he could 
see runes on the stone, and a place to set the Dark One Sign. When he 
spelled out the name of Avoozl using the tip of the Sign, he got the 
final ritual. 

Devon released the Will o’ Wisps by the swamp’s edge, then 
headed back to the castle. He hoped he was doing the right thing by 
helping Katrina summon the Dark One. Somehow, he needed to 
banish Avoozl before either Ad Avis or Katrina could stop him. Devon 
did not think his chances were very good, but he had to try. 


Awakening the Dark One 


The Pit Horror 


Katrina wasted no time after he entered the castle. She teleported Ad 
Avis, Devon, and herself to the mouth of the Dark One’s Cave. Then 
she performed the Ritual of the Mouth, and the cave opened. Katrina 
reminded Devon to find the Essence Ritual within the cave. Then she 
sent him in on his own. 

When Devon entered the pit room, he saw a distorted monster 
lying at the pit’s bottom. This must be the creature that had almost 
grabbed him when he first crossed the pit! Near the monster on the 
floor lay a book. Devon had a feeling that the missing Ritual was in that 
book. 
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th db hb 


Devon used his rope and grapnel to get to the bottom of the pit. Then 
he prepared for the greatest battle of his lifetime. Never had he faced a 
tougher foe. He had to constantly duck and defend himself against the 
creature’s terrible acid spit. Finally the monster could spit no more, and 
Devon destroyed it. Then he picked up the book and climbed out of the 
pit on the other side. 


th hb hb 


Devon cast a calm spell on the monster. He cast a fetch spell to pick 
up the book, then used levitate to get to the bottom of the pit. Then 
he levitated himself up the other side of the pit and escaped while the 
horrible creature lay dreaming. 


I 


Devon used his stealth to sneak to the edge of the pit. The monster 
seemed to be asleep. Devon caught the book with his rope and 
grapnel, then climbed quietly down, then back up the other side to 
safety. 


I I 


Ritual of the Bones 


The first of the rituals was the Bone Ritual. Devon lit the magic torches 
and invoked the ritual. Suddenly a cage of bones started to form 
around him. 


th db ob 


Devon used his great strength to break free of the cage. 
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th db ob 


Devon cast flame dart, then frost bite, to make the bones brittle. Then 
he cast force bolt to break open the cage and free himself. 


th hb 


The bones were closing around him. He had to act fast. With a 
perfectly executed leap, he used his acrobatics skill to escape just 
before the cage closed upon him. 


th hb bb 


The Blood Ritual 


The second ritual was the Blood Ritual. Devon walked down the long 
path to the altar and performed the ritual. Acid “blood” poured out of 
the altar. From spout holes all over this room, acid dripped down. 
Devon knew he didn’t dare touch the stuff, and it looked as though the 
way out was blocked by the flowing acid. 


th db ob 


Devon climbed up to the ledge above the altar with the rope and 
grapnel. Then he shoved a huge rock into the altar spout to block it. 
The flow of blood from the altar stopped, and Devon made his way 
down the path to the exit. 


th db cb 


Devon cast a frost bite spell to freeze the blood coming from the altar. 
Then he cast frost bite again to freeze the blood below that. Quickly he 
hurried down the path before the blood could melt. Just as he got back 
to the main path, the blood started to flow again. He had barely made 
it out alive! 
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he hb ob 


Devon used his rope and grapnel to climb up two levels above the altar. 
An island floated in the middle of nothingness. Devon hoped his 
acrobatics skill was good enough to survive this leap. He jumped to the 
island, then across to the path. He was very thankful that he had 
practiced his skills ahead of time. 


hh hb ob 


The Breath Ritual 

The next ritual was the Breath Ritual. This ritual required that he blow 
into tubes in the correct order; first the front three, then the one on 
top. Devon read the ritual carefully and hoped he was doing it 
correctly. 
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ro~ 


A huge sphincter in the center of the room opened, sending a 
fierce wind blowing through the cavern. Then it inhaled. The ritual had 
worked! Now Devon had to get back out past the raging wind. He tried 
to time his exit between its breaths, and ran across the path of the 
wind. Before he made it, though, he was caught. The wind blew him 
against the far wall, plastering him there. Then it pulled him into the 
sphincter and total blackness. Again he was blown out and against the 
far wall. 


th hb ob 


Devon saw something dangling in the wind near him and tried to reach 
it as he was blown against the wall. He missed. He tried again as he 
was being sucked in, and got a grip on it. The thing was like a rubber 
band; it stretched in Devon’s hand. Suddenly it snapped Devon out of 
the wind’s path to a place where he could safely reach the exit. 
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th db ob 


Devon could do nothing as long as the wind held him. However, he did 
have a moment when he was behind the sphincter before the next 
breath would begin. He cast a calm spell. That gave him time to cast 
open. The sphincter opened up, and Devon quickly ran for the exit 
before the breath started up again. 


th hb ob 


When Devon was plastered against the front wall, he got an idea. 
Carefully, he pulled himself up the wall. All that climbing practice had 
saved him. He climbed out of the way of the breath. 


i I 


Ritual of the Senses 


Now was the time to perform the Sense Ritual. When Devon had 
passed through the sphincter, it was as if he had passed out. He 
thought he was still standing, but he could not see, hear, smell, or feel 
anything. He tried to move to his left. Suddenly he felt something! He 
touched the walls of the cave. Devon had never before realized how 
good it was to feel things. He felt his way along carefully. The walls 
were slimy to the touch, and sometimes he felt balls with spiky tentacles 
attached to them. He hoped there was nothing alive in here. He began 
to pass though a low cave section. 

Suddenly his sense of smell returned! It smelled awful in here, but 
at least he could distinguish things better now. He continued along, 
feeling and smelling. 

As he passed one of the spiky balls, he found he could hear again. 
The sound of his own blood flowing, his breath moving in and out, his 
skin rubbing against things—all of these sounded wonderful. 

When Devon passed another spiked ball, he found he could see 
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again. This was a very strange-looking cave. He was now near 
something that vaguely resembled an altar. Devon read the Sense Ritual 
out loud. 

All of the tentacled balls started to spark! It looked like something 
from Dr. Cranium’s laboratory. Devon didn’t need to get near the 
sparks to know they would hurt. His hair was already standing on end 
from the static electricity in the air. The path to the exit was lined with 
electricity emitters. There had to be some way out of here that didn’t 
involve getting electrocuted. 


th b&b b 


Devon looked all around. There had to be some way to avoid walking 
back down the entire path. He needed to get across from the altar to 
the nose-like area. Then Devon looked up. A horseshoe-shaped 
projection hung over the gap. Devon took out his rope and grapnel, 
threw them up, and swung across the gap. Another quick throw and a 
skillful leap, and he had made it to the exit unharmed. 


th hb bh 


Devon tried using some spells, but nothing was working. Then he 
remembered reading the article on Creative Spell Casting at the 
Adventurers’ Guild. Just in case he was wrong, he cast resistance on 
himself to help protect him from the electricity. Then he cast a 
lightning ball at the nearest sparking tentacle. Sure enough, it shorted 
out. Devon kept casting lightning at each tentacled ball, and soon 
made it safely to the exit. 


th hb ob 


The Final Encounter 


Now Devon returned to the Heart Room. He wondered what was 
going to happen to him here. He read the ritual. The huge heart in the 
center of the room started to pulse. A new passageway opened up in 
the ceiling above the heart. 
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th hb & 


Devon used the rope and grapnel to climb up onto the heart. Before he 
could retrieve them, though, he found himself drawn up through the air 
and into the opening in the ceiling. 


+e hb + 
He cast a levitate spell and rose through the opening. 


th hb ob 


Devon found himself in an area with huge organ-like orbs connected by 
thin tentacles. Near the center of the room was a glowing crystal. He 
walked toward the crystal, drawn by its incredible beauty. How could 
such a delicate thing exist in this dark, evil place? 

Just then, Katrina and Ad Avis appeared and ordered Devon to 
perform the final ritual. Against his will, Devon found himself 
compelled to speak every awful word of the Essence Ritual. The air 
grew colder, and he felt as if he had frozen solid. 

“Yes! Yes!” shouted Katrina. “The spell is completed and Avoozl 
awakens! Darkness will fill the land, and we will never flee the sunshine 
again!” 

Suddenly Ad Avis cast a spell at Devon. Devon found himself 
thrown off the orb and falling. He grabbed a tentacle and held it tightly, 
hanging in midair. He was barely able to hold on with his frozen 
fingers. 

“How dare you!” Katrina shrieked. She cast an attacking spell at 
Ad Avis. 

Ad Avis laughed. “Ah, you have just shattered the bonds which 
bound me! Now we shall see who is the real Dark Master!” 

Ad Avis and Katrina began a Wizards’ battle while Devon hung, 
trying desperately to keep his frozen fingers from slipping. 

“I am still a far greater master of magic than you,” said Katrina. “I 
am a far more powerful Vampire than you shall ever be. Do you really 
think your spells can harm me? Guess again!” She cast a spell which 
shattered against Ad Avis. 
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“But, my dear Katrina,” Ad Avis said with a twisted smile, “I do not 
need to cast spells at you to destroy you. I intend only to destroy my 
enemy. Care to watch him die?” 

Ad Avis began to shape a spell. A dragon’s head began to appear, 
formed by magic. 

“No!” shouted Katrina. “I will not let him die!” 

Katrina teleported herself between Devon and the spell. The spell 
caught Katrina in the dragon’s mouth. Then a black tentacle reached 
from the blackness beyond and dragged her into that darkness forever. 

“The fool,” said Ad Avis. “I knew Avoozl would be attracted by that 
spell. Now Katrina will have all the darkness she desired, and much, 
much more. The first part of my vengeance is complete. Now I can 
fully enjoy watching you die slowly and painfully.” 

Devon found himself angry. Ad Avis had used him for the last time. 
He let his anger and his sorrow for Katrina fill him, warming him. He 
climbed back up the tentacle. He had only one magic item powerful 
enough to harm Ad Avis. He drew out the Staff of Erana. 

“Cute toy,” said Ad Avis, “but it will never harm me.” 
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I 


Devon watched Erana’s Staff change shape. It became a throwing 
spear, like the ones he had used in Tarna. As he held it, he knew he 
had only one chance to kill Ad Avis with it. He dared not miss. 

Ad Avis only laughed at him. “Do you not realize I can turn into 
mist before you can throw it? That will never harm me.” 

Devon watched Ad Avis laughing at him. If there were only some 
way to distract Ad Avis. Laughter! That was it. Devon told Ad Avis the 
Gnome’s Ultimate Joke. 

“You think to delay your demise by telling stupid jokes? That wasn’t 
even funny.” Then, in spite of himself, Ad Avis started to laugh. 

Devon threw the spear right through Ad Avis’ heart. A dark 
tentacle grabbed Ad Avis, and he vanished, leaving only the Staff. 


a 


“None of your spells can harm me. | can change into mist before you 
can cast them.” 

Devon watched Ad Avis laughing at him. If there were only some 
way to distract Ad Avis. Laughter! That was it. Devon told Ad Avis the 
Gnome’s Ultimate Joke. 

“You think to delay your demise by telling stupid jokes? That wasn’t 
even funny.” Then, in spite of himself, Ad Avis started to laugh. 

“Maybe my spells won’t harm you,” thought Devon. “But they can 
attract something that will harm you.” With that, he cast a force bolt 
at Ad Avis. 

The spell knocked Ad Avis backward, just far enough. A black 
tentacle reached out and grabbed him, and they both vanished. 


I 


Devon watched Erana’s Staff change shape. It became a wooden stake. 
As he held it, he knew he had only one chance to kill Ad Avis with it. 
He dared not miss. 

Ad Avis only laughed at him. “Do you not realize I can turn into 
mist before you can get near me? That will never harm me.” 
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Devon watched Ad Avis laughing at him. If there were only some 
way to distract Ad Avis. Laughter! That was it. Devon told Ad Avis the 
Gnome’s Ultimate Joke. 

“You think to delay your demise by telling stupid jokes? That wasn’t 
even funny.” Then, in spite of himself, Ad Avis started to laugh. 

Devon took a spinning leap into the air, landing on Ad Avis and 
pounding the stake right through his heart. A dark tentacle grabbed Ad 
Avis and he vanished, leaving only the Staff. 


th db ob 


Devon walked over to the crystal. He took the Staff and touched it to 
the crystal, which shattered into a thousand shards of brilliant light. He 
could feel the Darkness flee in terror, and then Avoozl was gone. 

The crystal hung there again for a second; then it was transformed 
into Erana. 

“You have freed me from my imprisonment by the Dark One. | 
have driven Avoozl back to its own dimension forever. 
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“I am now only a vision, and can no longer hold this form. Thank 
you, thank you truly for saving Mordavia from Avoozl. Thank you for 
freeing me.” 

Then Erana vanished. 


Devon left the cave. Already he could feel the land changing. No 
Grasping Hands rose up from the swamp. No monsters ran after him. 
The Darkness was vanquished. Devon knew he would miss Katrina, 
even though she had tried to use him. He wished he could have saved 
Toby and Erana and all the others as well. It was a painful victory. Still, 
he was alive, and Mordavia would soon heal from the Dark One’s 
influence. Devon was a true Hero once more. He proudly walked back 
to town. 

“What next?” he thought to himself. “Silmaria, the center of it all,” 
was his answer. “Let’s see what new adventures await me there.” 
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Cc 


Caged Beast, 139-140, 183-184 
Character tips, 175-177 
Contrary elements, 119 


D 


Dervish, 110 

Dervish’s Puzzle, 135-136, 
183-184 

Desert, the, 114-117, 180 

Detect magic spell, 111 

Dinarzad, 99-100, 116-117, 177 


Djinns, 97, 119 
Iblis, 162-164 


Dungeon of Raseir, 153-155, 186 


E 
Earth chamber, 161-161 
Earth elemental, 133-134, 183 
Elementals, 97, 119 
Emir Arus al-Din, 144 
Erasmus, 123-126 
Erasmus’s Razzle Dazzle, 111 


F 
Fenrus, 123 


Ferrari, Signor, 147-149, 151-153 


Fighter’s Plaza, 100-107, 178 

Fighter tips, 176 

Fire chamber, 160 

Fire elemental, 127-130, 181 

Forbidden City, 156-164 

Force bolt spell, 111 

Fountain Plaza, 107-111, 
178-179 


G 


Gargoyle, 169-170 
Griffin Nest, 137-139 
Griffins, 136 
and Plant Woman, 136-137 
Guild Hall, 100-104, 178 


R 
Harem, the, 150-151 
Harik, 108, 136-137 
Harun Al-Rashid, 127, 171-173 


J 


Iblis, 171 
room of, 162-164 
Issur, 120, 129, 143 


J 
Ja’Afar, 120, 171 
Julanar, 136-137 


K 
Katta, 09 


in Dungeon of Raseir, 153-155, 


186 
Katta’s Tail Inn, 96-97, 177 
Keapon Laffin, 109-111 
Khaveen, 147, 148, 150 
bedroom of, 152-153 
fight with, 168 
Kiram, 100 


L 
Levitate spell, 111 


i 
Magic carpet, 97 
Magic Shop, 109-111, 179 
Magic user tips, 176 
Mayzun, 165-166 
Merchants and the Gate, 98-99, 
177 
Money Changer, 99-100, 177 


Q 


Oasis, the, 115-117, 180 
Omar the poet, 114, 119-120, 
127-128, 145 


P 


Palaces 
Raseir Palace, 165-171 
Sultan’s Palace, 171-173 
Paladin, 103, 104, 172 
Plant Woman, 136-137 
Powder of burning, 133 


R 


Rakeesh, 100-101, 127, 172 

Raseir, 96, 98, 146-156 
dungeon of, 153-155, 186 
Palace, 165-171 

Ring of Iblis, 263-264 

Ritual chamber, 169-171 
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Sashanan the jeweler, 128 
Saurus, 99 

Saurus Lot, 225-115 
Scoree, 109 

Secret handshake, 143 
Shameen, 95 

Sharaf, 131 


in Dungeon of Raseir, 154-155 


Shema, 95 
Simba, 102 
Sloree, 109 
Stone Gargoyle, 169-170 


T 
Tarik of Stars, 97 
Thief tips, 176-177 
Tirum the rug merchant, 128 
Treasure room, 162 
Trigger spell, 111 


a 


Ugarte, 149 
Uhura, 101-104, 120 


v 
Vigor pills, 120 


WwW 
Walid, 143 
Water chamber, 159-160 
Water Elemental, 139, 184 
Weapon Shop, 104, 178 
Wizard's Institute of Technocery 
(WIT), 111, 122-126 


Z 


Zayishah, 150-151 
mirror of, 158 
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Quest for Glory JJI 


A 


Acrobatics, 209 
Ad Avis, 191 
Anubis, 246 
statue of, 261 
Apothecary, the, 196-198, 
239-241, 271 
Arne Saknoosen, 235 
Awari, 224 
Aziza, 191 


B 


Bazaar, 199, 206-209, 271, 
272-273 

Blue orchid, 233 

Bridge for wrestling, 220-222, 228 


C 


Character tips, 267-268 

Council of Judgement, 196, 
213-214 

Crocodile, 211 


D 


Demon, 253 

of Lost City, 254 
Demon Wizard, 264-265 
Demon worm, 259 
Detect magic spell, 223 
Devon, 191 
Dinosaur’s horn, 244 
Drummer, the, 209 
Drum of Magic, 248, 252 


F 
Fighter tips, 268-269 


G 


Gargoyle, 264 
Gem of the Guardian, 239 
Grapnels, 256 


Guardian, the, 230-231, 275-276 


R 

Hall of Judgement, 202-203, 
213-214, 271 

Harami the Thief, 199-200, 237, 
239, 271 

and Demon of Lost City, 254 

Harun al-Rashid, 192 

Heart of the World, 198, 
231-249 

Honey bird, 235 

Honey merchant, 207 


I 
Initiation, the, 244-246 


J 
Janna Jamil, 205, 238, 246 
Johari, 234-235, 242-243, 276 
in village of leopardmen, 
249-255, 279-280 
as wife of Devon, 247-248 
Yesufu and, 266 
Juggling lights spell, 206, 224, 
252-253 
dulanar, 198 
Jungle, the, 229-255 


K 


Ka, 246 
Keapon Laffin, 206 
Khatib Mukarran, 205, 238 
death of, 246 
King’s Chamber, 201-202, 271 
Kreesha, 192 
house of, 237 
Magic Room of, 193-196, 271 
portal of, 193 


L 


Laibon Mkubwa, 215-218, 229. 
See also Yesufu 
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hut of, 244 
Laws of Tarna, 204 
Leopardman prisoner. See Johari 
Leopardmen, 218 
village of, 249-255, 279-280 
Yesufu and, 254-255 
Liontaurs, 191, 194 
Lost City, 235, 260-266 
road to, 255-260, 280-281 


a 


Magic Staff, 252 

Magic user tips, 269 

Manu, 232, 255-260, 263-264 
at Lost City, 260-266 

Meerbats, 211-213, 273 

Mngoje, 222, 233 

Money changer, 206 

Monkey Village, 255-260 

Mother of the World, 230-231, 

275-276 


Q 
Orb of demon, 264-266 


P 


Paladin 
Rakeesh as, 203 
tips, 268-269 
Pool of Peace, 198, 222-229, 
274 


Prisoner. See Johari 


R 


Rajah, King, 201, 214 
Rakeesh, 191, 193-194 

at Council of Judgement, 

213-214 

Rajah and, 201 
Rashid the rope maker, 208-209 
Reeshaka, 195-196 

Khatib and, 238 

at Lost City, 263-264 
Reversal spell, 252 


Salim Nafs, 197, 237 

Savanna, the, 210-214, 273 

Sekhmet, 239-341 

Sekhmet, Temple of, 202-203, 
271-272 

Shallah, 209-210 

Simba, 192, 215-216 

Simbani, Land of, 214-229, 
273-275 

Simbani Village, 215-222 

arrival at, 242-243 

Spear of Death, 216-218, 242, 
252 

Storyteller, 224-228 


T 
Tarna, 194 
magic in, 199-201 
portal to, 192 
Temple of Sekhmet, 202-203, 
271-272 
Thief tips, 270 
Trigger spell, 237 


a 
Uhura, 192, 215-216, 232-233 


Vv 
Venomous Vine, 211-213, 273 


WwW 


Walkthrough, 270-281 
Waterfall, 257 

Welcome Inn, 204-207, 272 
Wrestling bridge, 220-222, 228 


sy 


Yesufu, 219-220, 224, 243 
and Johari, 266 
and Leopardmen, 254-255 


Quest for Glory JV 
Shadow of Darkness 


A 


Ad Avis, 353-354, 357-359 
and Erana’s Staff, 370-372 
Wizards’ battle, 369 

Adventurers’ Guild, 295-298 

Amon Tillado, 343 

Anna, 338, 344-345 

Antwerps, 301-303 

Aura spell, 331 

Avoozl, 342, 343, 369, 370 


B 


Baba Yaga, 324, 333, 334, 349, 
350 

Berry bush, 349-350 
Betrayal, 357-360 
Blood Ritual, 343, 344, 364-365 
Bonehead, 334 

gift to, 348 
Bone Ritual, 363-364 
Bonsai bush, 328-329 
Borgov High Priest, 343 
Borgovs’ Crypt, 351-352 
Boris Stovich, 304-305, 323, 327 
Boyars, castle of, 304-305 
Breath Ritual, 365-367 
Burgomeister, 292, 295 

and Igor, 320-322 


C 


Castle gates, 304-305 
Castle on the Mountain, 351-362 
Cauldron, the, 348-349 
Cave of Bones, 285-289 

heart of, 286-287 

Pit of Ill Omen, 288-289 
Chernowy, the, the, 361 
Chernovy Cult, 296 
Chief Thief, 308-309, 339, 347 
Coins, 286 
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Dark One 
awakening of, 362-373 
release of, 344-345 

Dark One Sign, 341, 361 

Davy, 332, 333 

Dmitri, 348 

Domovoi, the, 315-316, 339, 

347-348 

Dr. Cranium 
great experiment, 316-317 
Grue Goo, 335 
laboratory of, 299-303 
rehydration solution, 322-323 


E 


Elyssa, 336-337 
Erana, 296, 356, 372-373 
and Piotyr, 347 
Erana’s Garden, 311-313, 345 
Erana’s Staff, 327, 336, 356-357 
and Ad Avis, 370-372 
Tanya and Toby and, 355 
Essence Ritual, 362, 369 


F 


Faerie Queen, 351 
defeat of, 356 
Faeries, 356-357 
Final Encounter, 368-373 
Flint, 286 
Forest 
Eastern Forest, 310-330 
exploration of, 303-306 
Fortuneteller, the, 330-332, 336 
Frankie, 335 
Franz, 307, 320 
Frost Bite spell, 318, 364 


G 


Geas spell, 360 
Ghost. See Lost Ghost 
Glide spell, 303, 312-313 
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Gnome, 319-320, 324-325 
good humor bar to, 350-351 
Grasping Hands, 328, 360 
Grue Goo, 335 
Gypsies, 325 
welcome by, 330-332 


h 

Hangman’s Tree, 343, 356 
Hans, 307, 320 
Heart of Cave, 286-287 
Heart Ritual, 343, 344-345, 

346 
Heart Room, 368-369 
Hexapods, 341-342 
Hotel Mordavia, 292-293 


I 
Igor, 295-296, 303, 323 
is missing, 320-322 
Ivan, 307, 320 


Janos, 340 


K 


Katrina, 290, 338, 353-354, 
357-360 
second meeting with, 317-319 
Wizards’ battle, 369-372 


L 


Laboratory of Dr. Cranium, 
299-303 

Lake of the Lost, 305-306 

Leshy, the, 310-311, 333 


Levitate spell, 289 

Lost Ghost, 326-327, 337 
memory of, 338-341 

Lost in unknown land, 289-291 


ici 


Mad Monk’s Tomb, 360-361 
Magic bushes, 333-334 
Master Wraith, 346 
Monastery, 309 
Mordavia, 291-303 

at night, 314-315 

return to, 306-310 


R 


Necrotaur, the, 314, 357 
Nikolai, 338, 344-345 


Q 
Olga Stovich, 293-295, 327, 
335 
P 


Piotyr, 296, 347-348 
Pit of Ill Omen, 288-289 
Punny Bones. See Gnome 


R 


Rehydration solution, 322-323 
Resistance spell, 357 
Revenant, 325-326 

Ritual of the Bones, 363-364 
Ritual of the Mouth, 362 
Ritual of the Senses, 367-368 
Rituals of the Dark One, 296 
Rubber chicken, 325, 349 
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Rusalka, 305-306, 319 
as Elyssa, 336-337 
rescue of, 332, 341-342 


5 


Sense Ritual, 367-368 
Shapechangers, 325 
Skull, 285-286 
Spider-bats, 287 
Spiked balls, 367-368 
Squid Stone, 343 
Swamp, 290 

Sword and shield, 287 
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Tanya, 347-348, 354-355 

Temple to Darkness, 341-344 

Thief Mark, 287, 297-298 

Thieves’ Guild, 298-299, 308, 
339 

Toby, 354-355 

Trigger spell, 312 


v 


Vampires, 354-355 
Village store, Mordavia, 293-295 
Vorpal Bunny, 328 


WwW 
Werewolves, 325 
Will o’ Wisps, 328, 362 
Wraiths, 337-338 
of Janos, 340 
Master Wraith, 346 


ix 
Yuri and Bella, 355 
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